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iHcusands of CommodoTe Owners Choose lis 
Sis Tfieir One Stop SuppGer . iHere's 'Wfiy! 

'^ Largest Selection of Commodore Software in the U.SA.! 

After seven years in business, nobody in the Commodore 
maricet is more committed to your Commodore than we are. 
We have well over 200,000 pieces of hard to get software in 
Steele to service your every need. If you've heard of a product, 
odds are that we can locate it for you. And, we stock most 
major Commodore titles that are still in production. 

^ Hardware & Peripherals. 

Although we can't get keyboards and disk drives any longer, 
we can offer disks, modems, cables, interfaces, and much 
more. 

3^ Un -Advertised Specials. 

Our regular customers enjoy VIP service and great bargains 
that are hard to pass up. 

* Expert Technical Support. 

As a regular Software Support customer, you have access to 
the most knowledgeable Commodore technical departments 
in the country. Of this, we're darn proud. 

* Friendly & Courteous Order Takers. 

You'll havea hard time finding order takers as anxious to help 
you as Sandy, Mike, Katy, and Dyann. 

* Fast Order Processing. 

Thanks to our automated computer system, huge inventory 
and efficient shipping staff, most orders are processed the 
same day. 

^ Walk In Sales Department. 

We welcome visitors to our warehouse outlet. The same great 
deals are available and best of all, no shipping charges. 

* Worldwide Distributor Of M ^jor Products. 

Ever hear of Maverick, Super Snapshot, Super 1750 Clone, 
and the 1581 Toolkit? We've been actively involved in the 
ground up production and world-wide distribution of these 
and many other fine Commodore products. 

* Purchase From Us With Confidence. 

We were very pleased when the Better Business Bureau came 
to us and told us that our outstanding reputation qualified us 
as members in their organization. We're here to stay, not a fly 
by night, here today and gone tomorrow outfit. 

3f: Extensive Catalog. 

Our contacts at other mail 
order companies have told 
us that producing a catalog 
such as ours is too time 
consuming and worst of all 
- too expensive. We say it's 
the least we can do for our 
customers, and wouldn't 
have it any other way. Sim- 
ply call or write for your 
free copy. 
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GAMES 

Leaderboard Golf $9.97 

Castle WoIfensHen Bundle $9.97 

Nord & Bert $12.97 

Zork 1-2-3 Bundle $9.97 

Trump Castle Casino $9.97 

Bureaucracy 128 $12.97 

Defender of the Crown $9.97 

Beyond Zork 128 $12.97 

Three Stooges $9.97 

Honeymooneis $9.97 

Adventure Creator $7.97 

Wheel Fortune 1-2-3 Bundle $9.97 

EDUCATIONAL 

Dinosaurs $9.97 

Stickybear Math $9.97 

European Nations & Locations 9.97 

Typing Tutor 4 $14.97 

Word Attack $9.97 

Reader Rabbit $9.97 

Sky Travel $19.97 

Lovejoy Prep For SAT $12.97 

Word Spinner $9.97 

PRODUCTIVITY 

Super 1750 Clone $99.95 

Newsroom $14.97 

Certificate Maker $14.97 

Geos 64 v2 $39.97 

Fast Load Cart $19.97 

Paperclip III 64/128 $24.97 

Printmaster Plus $19.97 

Superbase 64 or 128 $24.97 

Bumper Sticker Maker $9.97 

Postcards $14.97 

Outrageous Pages $19.97 

Bob's Term Pro 64 $14.97 



Items Listed AlJove Do Not Include Sliipping. Call Or Wri te For Your Free 
Catalog Listing Hundreds Of Products And Special Offers For Your 
Computer. Our Order Takers Are On Duty 6:00 a.m. - 5:00 p.m. 
M - F and 7:00 a.m. - 3:00 p.m. Sal. - Pacific Time. 



SOmilHRE !Softwa>*e Support Int. 
2700 IV.E. Andresen Rd. 
Suite A- 10 

Vancouver, Wa 98661 
(306) 695-1393 



siippour 



CALL TOLL FREE TODAY! 



l'SOO'3S6'Xt79 

Major Credit Cards Accepted. 
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Commodore World is in no way affiliated with Commodore 
Business Machines. Inc. Commodore World is published bi- 
quanerly by Creative Micro Do$igns, Inc., 15 Ser^ton Drive. 
East Longmoadow MA O1028-O646. Socond-Class Poslage 
Paid at Eiist Longmoadow MA. ApDlicallon lo mall At 
Second-Class postage rates Is pending at East Longmoadow. 
MA. Annual subscrifilion rate is USS29.9S lor U.S. addrossos, 
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and US$57.95 toall oilier addresses worldwide. All subscfiptlen 
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Entin contani* copyright @ 1 994 by Creative Micro 
DttlanBi tnCi unlois otherwUv notAii. No part of tills 
pubijcation may bo stinted or olherwisa reproducod by any 
moans wilfioul prior written consonl from the publisher. All 
progrnms published in thii publication are for the personal use 
ot the reader, and may not bo copied or irj any way oiatribuiyd 
AH rights reserved. Prograrrmmg exampes and routjnasm this 
issue which are presented lor educational purposes may be 
used in the creation ot programs by the purchaser of this of this 
magazine, provided credit for the loulines is clearly presented 
in either the program documentation, or the program itsetl. 
Creative Micro Designs, Inc.. assumes no responsibility for 
errors or omissions iri editorial, program listings or advertising 
content. Creative Micro Designs, Inc., does not assume any 
liability lor advertisers' claims. 

POSTMASTER Send address changes to CW Address 

Chiingoa.c'o Creative Micro Designs, Inc. P,0. (Box 646, East 
Longmaadow MA O102S-0646. 
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From The Editor... 



So here i! is, proof llmt we have indeed siin'ived the demise of Commodore. Not thai there irav 
/(//)' doid?t. mind you, lull l}iel calls id! the time from users wondering haw the fad of Commodore 
wiU ajject us. I nrii had one caller who seemed genuimiy surprised thai aiivone answered the 
phonel I guess m-jusl can 't .^tate it lotul emmghforeverywie to hear, hut Commodore has ignored 
the 8-bit market for so long that they hardly seem necessar}for the market to continue on. 

I've had some other calls where I've been asked if Commodore World's parent company (CMD) 
plans to buy the 8-hit product line through Iheliiptidation of Commodore 5 assets that is currently going 
on. From what weknowoflhehipddation, this would not even he possible, as the liquidators plan to 
sell eveiy thing in one lump lo a single bidder. We 're talking millions of dollars here, folks— so this isn 'I 
really an option to anyone interested in jusl the 8- bit product line. CA4D will, of course, rontacl I he new 
owners once the dust has .settled, and we 'II report on any news that emerges from that. But for now, we 're 
all in the same waltinggame, toseeiu.st who will end up with what's left of Commodore, and what tiny '11 
do with it. 

Okay, with all thai out of the way, let 'sget on with the new issue of Commodore World that you're 
holding in your hands. You might notice thai we've slipped Commodore Trivia into our regular 
departments. We'll feature these 111 tie tidbits from Jim Brain in each issue now. You will notice one 
difference, though— the answers to the questions that appear in this issue won 't he printed untd next 
issue. Okay, call it cruelty, or whatever— we just feh that it would be more challenging for you if you 
didn ■/ have the answers within easy reach. 

We've al.wgot the veryfrst look al the new CMD SmartTrack, which just started shipping this 
monlb. Les Songa has done an expert job at testing this new device, and has some interestingcomments 
on it. 

There's also a review of the innovative new digital sound editor from Autumn Technologies, 
Digi master. Not only that, but we've also presented the author's .schematic for building your own 
hardware sound digitizer in this issue. Combined with Digimaster, the digitizer will allow you to 
digitally record sounds with an amazing amount ofclaritw In this .stage of the Commodore 64/128 
lifetime, this is truly a development of mammoth proportion. 

You might notice one other thing that's veryi different in this issue of Commodore World— screen 
shots! Ye.s, we finally got equipped lo handle these, so you'll be seeing them regularly in future issues. 
Speaking of which. 1 think 1 hear Issue 4 calling my name... 




Doug Cotton 
Coinmodnre World Editor 
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Software Hut 

iM^ Folcmit East Business Park 3 13 Henderson Dr Sharon Hill, PA 19079 



Commodore 

AMIGA 



Info 215-586-5701 
FAX 215-586-5706 



Orders 800-932-6442 



Hours: Mon-Fri 9 to 6 
Sat 10 to 4 -Eastern 



Wff do not piMsh a catalog Fhase 
cjI! if you ekm 't 5ee wlat you wmt. 



* SPECIAL OFFER • Receive either Master Type Typing cartridge or Jack Attack 
cartridge for only S2.00 additional with any order - Originally valued at S49.00 



Games & Closeouts 

Altlome Ranger StO.OO 



Ardok the Bartiitlan 


6.00 


Below ttie Ro or 


iO.OO 


Bfg Bcaole 


14.00 


Blacklack Academy 


1!.9S 


BriJtiBIODdaie/nevelalloiVQiioVadte 


6.00 


Curse ol the A; lire Bonils 


um 


Dela Vu 


9.00 


DcrroliUori Mission ■ Space Racer 


6.00 


Dolphin's Rune 


5.00 


Felony! 


9.00 


Gateway lo trie Savage Fronller 


tJ.OO 


Jack Attack carrridoc 


s.oo 


Jeopardy 1, 2. Jr, Sporrs (Speclly) 


10.00 


Learnino Brld0e Made Easy 


9.00 


MaxIGoll 


6.00 


Monopoly 


17.00 


Navy Si;als 


12.95 


PainWords 


9.00 


Pool of Radiance 


M.OO 


Presidenr is Missing 


9.95 


Rambo2 


6.00 


Risk 


17.00 


Secreis ol the Silver Blades 


I'l.OO 


Snoot'em Up Construction Ktr 


12.00 


Silent Service 


to.oo 


Swiss Family Robinson 


10.00 


Tass Times In Tone Town 


9.00 


Tesi Pilot 60 n die (ATF. Cra;y Cars. 




Tomahjwk, Hairier, Intinrator 2) 


1500 


Tetris 


13.00 


Three Stooges 


12.95 


Tony LaRossa Baseball 


12.00 


Tony LaRuiu Teams (Specity) 


7.00 


Weird Dreams 


11.00 


Wtieei 01 Fortune 1.2.Go[d,Jr (Specify) lO.OO 


Where (Specify) Is Carmen S. 0.7 


27.00 


Who Framed Roger Rabbit 


22.00 


World Games 


12.00 


Wrath ollhe Demon 


22.00 



PERIPHERALS & 
ACCESSORIES 



1764 RAM Eip. - Adds 256K to C64 or 
64C, w/Hcaw Doty Power Sopp^ ■ 

SB9.95 
1TIHIRAMEipanil(in'A[ldS126Klp 
CI 28 or 1280- J«95 

1170 Hodim - New, untJOked -$17.95 
Wi Modem ■ New, boxed with all pans 
$29.95 

Micro RSO Pdntir Inlerfece - For non- 
CBM parallel printers, Sopporls (raphics 

$49.95 
1 200 Commodore Printer ■ Complele 
wiin all Cabling and Manual. IJOcpS. 
Supports Graphics. Ready to use - 

$129.95 

1350 Mouie ■ Now, uiiboxssi •$23.95 

5 or 8 pin Composhfl Catin 18.95 

Cl!a lo Magnavois/IOBJ (Specily) 14.95 

Computer/Disk Drive Cable • 6 tl. 12.95 

Disk Notcher 4.95 

SiirgeProlectorw/EMi(eOijllel) 14.00 

1084S Monitor Call 

Call lor Primer Ribboits 




128D 



UPGRADING? ■ C64 TRADE-IN 

PROGRAM 



AMIGA 500 

special is your C64 or 64C brokon? 

Can't lind any place lo repair 117 We 
have, relorbished by Commodore. C64 
and 640 compulers avallalie. They 
inciode a Full New 90 Day Warranty. 

• Returbliheil hy Commodore Simply send us your compuler (no 

• Like-new eohdilion, 80 Oay Warranty power suppi/ or cabiinj needed) with a 
Great (or Besinners Check, Money Order, or your Credit Card 
r«Iouse J Power Supply aildltlonal number for 169.00. plus S10.00 

, shippinj, and we will send you a newly 

UriE ASao far f 125.00 refurbished compuler upon receivai ol 

TV/a vr mare tor $11 5M eacli ye u r b t oken un n 

Bundlod Options 

Purchase an Amiga 5Q0 computer 
<S you may buy tite following 
buniiled options al tiiese special 
reduced prices. 

ASOOUser ManTWB 1.3 Enbancei$10.00 
A500 Power Supply i Mouse 39.00 
A501512KRAM 29.00 

AS20 Video Adapter 25.00 

AllaDala External Floppy Drive 79.95 
ia»4S Monitor 239.00 

Discovery Bundle: KindWords. 

DPaim 2. Pons ol Call 11,00 
Slarler Bundle: KindWords. 

Fusion Paint. f-lS. F-40. 

Indiana Jones 15.00 

As Ihe LARGEST Amloa Dealer tn 
Ihe United Slates, we carry a 
complete line a) software, 
hardware, ani) Atnisa 
computers, Including tlie A500, 
A12tl0. AZOOO, A3000, A40a0, & 
CD-32: 

CD-32 1399.95 

A1200 Call 

A400a'030/1!OMb/4MP 1699.00 

A4Ma'04tl/120Mb?6Mb 22S9.00 

Call tar other conHiuntions and 

tor Ihe latest Amiga S CD-32 

saltware. 



Software Hut 
1581 Drive 
EXCLUSIVE 



A BRAWO NEW production run ol 158 Is. by 
Commodore, has been made available lo 
Sollwaic Hut EXCLJSiVELY! These drives 
come with Commodoro's lull 90 Day 
Warranty. The drives are complete with all 
Cabiino A Soltware. t, bulk-packed In plain 
boxes. Call lor special tiuantity pricinj lor 
Dealers and Users Groups. We oiler these 
drives at a SUPER Low Price of: 

$99,95 



These are the last balch left trom 
CBM. Relurblshed & with a gH 
day Warranty. With Keyboard & 
Power CalilB. Manuals not 
Included. Perlecl as a second 
unit, 

$199.95 



1541-2 DRIVES 



These are completely NEW S 
boxerl by Commodore Irom their 
latest production run. Includes all 
Cabling, Manuals, and Disks. 
Hurry at supplies are llmlteil. 

$119.95 



Bi(tBiueReailer 4 




$35.00 


Data Manager 2 (64) 




22.95 


Dome Home Accounting 




64.95 


GEOS 64 V2.0 




43.95 


GEOS12av2.0 




45.00 


Geo File SA or Geo Calc 61 (Specily) 


45.00 


Geo File 128 orGeoCaic 


12e(Spcci 


V) 52.95 


Geo Programmer 




Call 


Giro Publish 64 




45.00 


Master Type 




B.OO 


Merlin 128 




45.00 


News Maker 128 




10.00 


PrinlShop 




36.95 


SwinCaic (64) 




22.95 


SupereiUtiiiiies 64-1 EB (Specily) 


14.00 


Supcrba5e64 vS.OI 




26.95 


WordWriier 6 




34 95 



PARTS & JOYS 


■ 64 Power Supply -122.95 




• 64 or 64C Keyboard (Specifif) 


$19.00 


■C128D Keyboard -$22.00 




•C12aDlnl. P. Supply -S33.00 




•C12aExI. P. Suppt/ Relurh- $34.00 | 


•P. S. lor 1541-2 1571-2 1581- 


$26.00 


• Micro RiDCei Rep 'able P.S. 


$36.95 


•C12aMotherboard-S95.00 




•C12flDMotlierboard-S99.95 




Bollistick or Navipaloi (Specily) 


$20.00 


The Bus 


23.00 


Competilion ProSOOD 


21.00 


Ergo Slick 


1B.O0 


Hyper Star Joystick 


24.00 


Kratt Triple Trackball 


40.00 


Maverick 1 orTacS (Specify) 


14.00 


Python 1 or Apache 1 (Specily) 


13.00 


Silk Stik 


9.00 


Speed Kino Torbolire 


2200 


Super Pro Zip suck 


21.00 




J 




1S7I Drives are lolaliy NEW unils. wilh ail 
cabirng. a comprehensive manual, and a lull 
90 Day Warranty. Bulk packed In plain 
boxes. Perlect lor your 12B or 1280 
compuler. Order early as these will not last 
long al: 

$159.95 



OUR POLICIES 



No wiJiing lor your onlers to Jfttp. 

Orders in 4/ 2PM 30 oul Itie sime day. 

Second Day i Overnistil slilpsiInQ Is 

availasie. Inlernslionil oretrs ire 

srupped tiyAIr Pircel Poit. UPS or DHL. 

Oomesht orders are shipped UPS. 

• All orders are sutr/ed to crctlit canl 

veriltc^lion • 

•All prices suOiecl W cfcwffe * 



^^J^^R 



wr^ 



Supplies are limiled and on a lirst-come 
first-serve basis. We accopi Visa, Master 
Card, and Discover. We also ship COD, 
accepting Cash. Cerllllcd Check, or 
Money Order. Snitware and accessories 
shippir'g Is $8.00. Haedwaie shippinu is 
S6.00 lor small Hems. Call lor larger 
Items (Ic. Computers). COD add S5.00. 
Minimum COD order Is $50.00. Canadian, 
APO, S Inletnational orders are welcome. 
We will bill only for actual shipping 
charges S, insurance al lime of order. 
15% re-slocking Ice on all lelurns not 
exchanged. Shipping is NOT refundable. 



G Cop^n^l 1P94. tL-ttiWrilt-rj Inc. M\ n^gritj n«tr,td 
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gACKTALK 

COMMODORE WORLD READERS SHARE THEIR THOUGHTS 



Overwhelming Response 

[four mail is any iiidicaliou. your new magazini' 
isa bighil! Our User?; Crmup was not prepared for 
the large response to your mentioning our 
collection of Commodore 128 Public Domain 
and Shareware software {the 20 disk "Tipton 
Coileclion "). The requests have taken us quite Ijy 
surprise but we have luis tied and filled t lie orders 
as fiist as we could. VVc are thrilled there are so 
many people still interested in Cormuodure 
computers. 

Joi Ball, Secretan' 
MPCUC; 

I'.S. It uivuld ha\'e been nice, since you prinleti 
our club name and address in the article on page 
4, to have included us in your Users Group listing 
on page 12! 

Also, you might want to remind everybody 
that when they write to a Users Group for 
information, a self-addressed, St ain[)edenvel(i]ie 
or at least a 29c stamp would he greatly 
appreciated. Most Users Groups are small and 
working on a limited budget. While 29f isn't 
much by itself, when we get several rec|uests all at 
once, it does mount up lo sizable sum, 

Wr'ii h)W to It til I voiir iiroiip to our list, hut nr th 
rajiiire that till groups listed primtle us with certain 
injormatiim. Phase see the paragraph fouml at the 
end of our User Group Coimcditm for details. 

- lid 



Warm & Fuzzy SCSI 

To add to your info file, and for anyone else who 
might run into the problem... I've solved my 
problem with hooking that Quantum 240 meg 
mechuptothellD — due in part to ycRir article in 
the 2nd issue of Commodore World, wbicli 
arrived today. Read it. got thinking about the 
terminator resistors, called the guy I'd bought 
the drive from and found that the terminators on 
my mech weren't original. He had several of the 
same mechs, but only one had its resistors, ile 
took it to a local parts store, they iiad "read" the 
val ues o f t he gooti o ne . a nd so Id h i r n " compa ra hie ' 



replacements. Nojie. When I pulled the resistors 
off another dead {Quantum mech and tried *em 
on the 240, it was recognized fine! 

His DOS SCSI card recognized the subbed 
resistors, and the CMD interface recognized h as 
a daisy-chain device, but not as a priiuary. Live 
and learn (and forget ne.tt week). 

George Page 



I Need Some Space 

[ object strenuously that the "CHK-IJST" program 
is sensitive to spaces. I hate code without spaces! 

J.ll.Smalley 

lV7»7c we cau understand your poiiil-ofm-w, there 
are good reasons for the program lo he sensitive to 
spares: in some programs, there are indeed places iu 
the code where spaas ahsolutely must he present Jor 
the eode to work lorreclfy, or for displays to heproperly 
formatted. Removing the sensitivitx to spaces from 
CIIK-USTuvuld mean that errors in entering those 
parlkular lines could creep through. 

■ Ed 



Where's The End? 

! got my copy of issue #li liist week, and am very 
im[)ressed. You folksdidan excellent jobasusual. 
Who built the CMD race car'/ Won any races with 
it?:-) 

One small suggestion: I would like to see some 
sort of "bullet" or graphic indicator added to 
mark the end of articles. Many of the articles are 
signed by thecoulributors at theendofliie article, 
for example in The Connection area. I lowever, the 
other articles, such as/i/.v/ for Starters, Special 
Report. Graphic interpretatiou , i\m\geoProgrammist 
have no signature at the end, since is it part of the 
cohnnii masthead. 

A small block, or even a stylized "CVV" at the 
end of the article would help slow people like me 
realize the article is fmisbed, and stop me from 
Hipping over pages to sec where it is continued. 

By the way, I really appreciate hovv' you have 
kept the articles together. It must have been quite 
a lot of work. .-Xnotber magazine I read drives me 



nuts, asnearlyeveiyarticle is continued 40 pages 
later for one lousy paragraph, or single column. 1 
enjoyed not havuig my flow of reading broken 
up. 
Thanks for all the hard work! 

Jim Dearden 

The car belongs to Maurice Randall, uho has been 
involved in racing for a number of years. To my 
hmwledgf, he has unlv raced it once since adding the 
CMD logos, andblewtheenginc early on in that race. 
Due lo running late with Issue 2, we skipped working 
in the dingbats at the end of articles. We 'II attempt to 
gel these back in for future issues. 

■ Ed 



Vote of Confidence 

Your answer to Darla Smith in Just Asking [CW 
Is.siie 2] when asked what software you use to 
produce Commodore tVorW shows the rest of the 
world the great credibility of CMD and 
Commodore World. Please "live long and prosper", 
we need you! 

Charlie Colwell 



CORRECTION 

In Issue 2 of Commodore World, one of the 
listings in Advanced Techniques was processed 
incorrectly, and contained an error. The listing 
appeared in the right hand column on page 44, 
and the line containing the error ivas line 10. 
Fortunately, most of our readers appeared to 
notice that this linewas supposed to be identical 
to the line 10 given in the left column on the 
.same page. This error was first pointed out lo 
Commodore World by Ed Bell; thanks, Ed. For 
the record, line 10 should have looked like this: 



686B IS PRIN-aUlSa*?) F:?=ABSi?EEKi65S33)-2$5 
I :H=S!lFF71ffitJH=ABS(PEEKt215(>1271:rFMTliE 
NF AST : H 1KDOK20 ,0,39,24 
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space Pari' 



Sleppin Oid^ 




Vilitc-wsikmg wUyrA 
wmtmiime Star!! 



Chicago, /jJ5 Att^eles, 
Nnv York, or Bo&ioti?!? 

A'ytun <■*•»!* If' til^ 
4 fitful rMbttlvrnI<tf 



PX^' 



US' 



T/k Fufurf Has Arrived!!! 



fTi^^*''*^-^'-^™^ irv^ft-w^ 



Tips on all major 
commodore software and 
hardware like GEOS, Super 
Snapshot, Laser Printing, 
Fleet System, and morel 

Programming tutorials — 
Our Basic BASIC column is 
introducing many readers 
for the first time to BASIC 
programmingl 



diehard 

ihe F!yer for conifnodore 8bi iters 



The perfect way to stay connected 
to the commodore world! 

Subscribe today! 

Each issue of dietiard comes packed with information to 
make your commodore work better for you and help 
keep you connected to other commodore dieHards. 
Here's what you'll get with your subscription to dieHard: 




oa- Our annual public domain 
issue reviews the available 
software in the public 
domain and passes the best 
on to you! 

m- Our annual Rarities issue 
lists all sources of 
commodore equipment so 
you can find that program or 
piece of hardware that 
you've been looking for! 



m- Type- in programs and 
more type-in programsl 



¥Si' 



Information on 
• telecommunicating 
•music on your commodore 
'printing 

'memory management 
... ANDiVIORE!!! 



r^. 



Become a permanent member of our c//eHard family with a full subscription. 
Share with us in further exploration of your commodore computer! 



G One Year 
(10 issues} 

$16.97 
that's 42% off 
the cover price! 



J One Year 

(10 issues) 

with the Spinner 

companion disk 

$49.97 



D Two Years 

(20 issues) 

S29.97 

that's 49% oft 

the cover price! 



U Two Years 

(20 issues) 

with the Spinner 

companion disk 

S94.97 



Please allow 6 to 8 weeks 
for delivery of first issue. 
Make check or money order 
payable to dietiard 
Idaho residents must add 
5% sales tax. 



□ Payment Enclosed □ Bill Me 



Mail to; dieHard 
Dept. CM 
PO Box 392 
Boise, ID 83701-0392 



Please make check or money order payable to dieHard Idatio residents must add S% sales tax. 



W/nWarW FKiP. Wn<;t RannrK^k RlrRot RuilB 50? Roise ldai^o 83701-5850 f2081 383-0300 Fax (2081 383-0151 
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Just Asking 



THE COMMODORE WORLD STAFF LOOKS FOR ANSWERS TO USERS' QUESTIONS 



QVVIk'h the Commodore 1902 
(moiiitorl that I got with my used 
sysleni g;ivu it tip.n InnqsL'iiiTh finally 
(wliiwDiiiRDvercd a M;igna\'o,\ iUilSI .SO-nihimn 
unit which is working tine (knock wood). During 
the time I was looking, 1 read some informalioo 
that led me to Ijclieve tiiat an IBM CGA-type 
monitor might work with my C128. Is that 
possible? I realize thni a setup like that could 
work mily in 80-toluirm mode, hut is it donbleV 
CGA monitors still seem to be generally 
available — RadioShackovcnsellsnevvones.What 
are your thoughts on this? 

John P. LaDa 

A The intbrmaiion you read is quite 
correct. Back «'hen it was common for 
MS-UOS machines to use the CGA 
display mode, Magtiavox RGB-80 monitors were 
commonly used on those machines as well as on 
Com modore 64 'sand 128's. Other monitors made 
specitically for the MS-DOS machines typically 
didn't have t!ie composite in[)uts that the 
Magnavox has {used for the 64's and 12K's 40- 
column modes), but the 80-cohimn RGBI mode 
which the\- did have is fully compatible \vith the 
Commodore 128's 80-column output. 

Q.\fter man)' years of relatively problem- 
free operation of my Conniiodore f)4C 
system which included two 1,541-11 
drives. I decided to upgrade to a C128 system... 
Along w ith my system upgrade, 1 of course 
purchased GHOS 128 version 2,0, ,..My probleui 
is not with GEOS per se, but trying to get it to 
print out according to my wishes and the 
capabilities of both GEOS and my printer. My 
son graciously donated an excellent Panasonic 
K.\-P1123 2-1-pin printer. 

1 have enclosed several printouts of a file (licad 
Me Second) that is included with the GEOS 
package. On checking the file's format when 1 
received it, it was typed in BS\V128 (tiPts) and 
plain text. 1 no longer have the first printout, but 
it was similar in appearance to the other info file 
that is on disk — with reference to printers. The 
original printout of the "Read Me Second" file 
was three 'pages' long. Each 'page' was 




approximately 1 '/a sheets in length. Subsequent 
printout of this file have changed to four and 
finally to live pages long. And as you can observe, 
most are longer than a slieet iu leiigtli. 

,,.l have selected the LQ-1500 printer driver 
from the GEOS options. A copy of this driver is 
located both on the boot disk and on the disk 
containing the subject tiles, ...When the print 
options ])age appears after selecting '[irinl', i 
selected Oratt, The window on Desktop indicated 
that the file was three pages in length. And so it 
was, but printed out in the fashion described in 
my previous paragraph. 1 talked to someone 
named Doug at CMDand headvi.sed [mel tuit to 
select draft at the print ojilJon, but to leave it at 
1 ligh. 1 did and the result is what you seeenclosed 
and annotated. It printed out on 5 sheets. It took 
an incredible amount of time to print out. It 
pritited in one direction only — left to right. The 
pages to my estimation are over filled, and for 
some unknown reason (to me), changed format 
approximately halfway down page 2! 

The format appears to be totally diflerent from 
that ivhen printed in draft mode. The format 
according to the file itself is approximately that 
printed in 1 ligh Res. Prior to printout in draft 
mode, the format was checked and according to 
the file it was not altered, however the result you 
will no doubt see on the priiitouls are somehow 
altered, 

1 have included several printouts of dilferent 
set t ings . 'I "h ree of t h ese we re in X LQ m od e. Not i c e 
tile change balf^vay through the printout! 1 need 
help. 

lE.Avm 



A Upon close examination of your [jrint- 
ouis, and consideration of your 
commenis, 1 can only conclude that 
there have been some changes made in your 
document. But thereal problem isthat you'rejiist 
not yet familiar with liowgeoWrile operates. 

Let's tackle your document problem first. As 
you indicated in your letter, the NLQ printouts 
do indeed change partway through, 'fhis is not a 
(|nirk of CiEOS or your hardware — geoVVrite is 
doing what it is being instructed to do. At this 
point in your document, you apfiarently made 
.some kind of change in the font being used. 

You can verify this easily enough. Do this: 
select a single character by dragging the pointer 
over it from left to right while holding ilown the 
lefi mouse button, fhis will select the area you 
drag the pointer over, antl that area should show 
up as 'reversed'. Now pull down the font menu 
and note which font name has an asterisk to the 
left of it. You can also examine the style menu 
this way. Ninv move to a page where the text in 
your |)rintout a[>peared to be altered, and select a 
character of that text. Again, examine the font 
and style menus. You should notice .something 
different between the two selections you 
cxannned. 

You can easily fix this mismatch. Starting on 
the first page of the document, choose the 'select 
page' opt ion from the opt ions menu. Now use the 
font and style menus to define the text into a 
specific font and style. .'Vfter you have 
accomplished this on the first page, move to the 
second page and repeat this opera t ion. Do tliis on 
each ])age of your dociunent, moving page-by- 
page from the beginning to the end. So long as 
you make the same font and style selections on 
each page, your document will have consistent 
formatting when you've finished. 

Now on to some of the other things you 
mentioned. Most ofyour(|Uest ions and concerns 
spring from your unfamiiiarity with how 
geoVVrite prints. You must first understand that 
GEOS means Graphic Environment Operating 
System, and the first word of that is the key to 
liow CiEOS does ihing.s — gra|)hicaliy. 

GeoWrite was made to do something most 
Commodore word processors could not — allow 
you to create documents using a vast librarj'of 
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typefaces (fonts) in a wide selection of sizes, and 
to pro portion ally space text. Ifyou're nottamiliar 
with the terms proportional and monospaced as 
they apply to text, here's an example; 

['roporiional Text aiiMIO 
Monospaced Text aiiMIO 

As yon can see in the example, proportionally 
spaced text maintains a relatively equal amount 
of space from the end of one character to the 
beginning of the next. With monospaced text, 
iiowever, the space hetivccii characters varies with 
the width of the characters — in other words, any 
character and its surrounding space is equal to 
the total space used by any other character. This 
means that thercisgencrally more blank spacein 
the makeup of a lowercase 'i' than there would be 
for a lowercase 'w', because the 'w' itself is 
generally wider than an 'i'. 

'["he fonts built-inio your printer are generally 
monospaced. While most modern printers have 
a certain amount of proportional printing 
capabilities, tho.se capabilities are litnilcd and 
re([uire extensive programming. 

GEOS achieves proportional spacing and the 
ability to use a large variety of fonts and point 
sizes by turrdng the characters you type into part 



of a graphical bit-map. This is akin to actually 
drawing a charactershapein a drawing program. 
In such a program you can make the character 
any shape you want, and you can determine its 
size within llie limitations of the work area, 

hi order to make the text ap[)ear on paper just 
as it does on the screen, GEOS has to print the 
page as if it were a picture — the location of each 
dot making up the screen must be sent to the 
printer for an accurate reproduction of the 
characters, fhis is what CJEOS docs when yon 
select the 'I Ugh' c|uality |)rint mode. It also only 
prints from left to right since bidirectional 
printing of graphic data tends to introduce a 
'iveaving' pattern as the paper is forced from side 
to side by the impact of the pins while the head is 
moving. This makes for slow printing, more so 
since GF.OS has to send over 80 bytes to the 
printer to define just one row of dots (you can 
speed things up dramatically on a 24-pin printer 
with a GKOCAlil.f). Using printer foins, this 
amount of data w^ould print a complete line of 
text — but that method limits you to using those 
three or four fonts that the [)rinter has. 

When you print in Draft or NI.(|modes, GEOS 
does use the printer's fonts. This can create 
problems, though, if not handled correctly. You 
see, if the document is fomialted in a proportional 



font, a page will generally contain far more 
characters than the monospaced fonts in your 
printer can produce on a page. You'll liave to 
format each page again (ahvays work from the 
first page to the last in order) using the 
Coniuiodore 10 point font. This is a monospaced 
font which is generally equivalent in the amount 
of space it uses to the fonts in your printer. You 
must also select 'NLQ spacing' from the page 
menu in geo Write to make everything work 
correctly, but these modes do not support the 
slvles used in the docunient (bold, italics, etc.). 



JUST ASK! 

Having trouble getting your system to 
do what you want it to, or think you've 
got something wrong with your 
hardware? Just Asking may be able to 
help find a soiution, or get you pointed 
in the right direction. Send your 
questions to: 

CW Just Asking 

do Creative Micro Designs, Inc. 

P.O. Box 646 

East Longmeadow, MA 01028-0646 



I ^IfieTlwem\9\[etworl{j^ 

• ^in^ Up ^rom tfie ^fies ■".' 

Troviding Online Computer 'Entertainment and Services To Ifie 9(ation 



d 


\ 




1 


/ilM.!ii, 


%. 




WHO WE ARE 

Kat Tate/Mystique - Dir. Online Operations 
Glen Doty/Phoenixl - Chief Engineer 

OUR GOAL 
To provide a place where ALL computer 
userscan meet in a congenial atmosphere, 
playgames, share information, and gener- 
ally have fun. 

OUR POLICY 
So long as we have a single user of AMY 
type of computer online, we will provide 
that user with all the support and informa- 
tion that we possibly can! 

The Phoenix Network 

P.O. Box 30757 

Flagstaff, AZ 86003-0757 

800-869-1155 Voice 

800-869-1168 Fax 



V 



WHAT WE OFFER 

• $4,50/hour No monthly fee 
(Non-Primetime rates 6pm-7am} 

• Visa & Mastercard Accepted 

• Separate Adult & Family Areas 
Positive Proof of age required 

• FREE Internet Access 

• Shareware/Freeware Libranes for 
Commodore, Amiga, PC, Mac 

• BEST Live Action Trivia Games Around 

• Over 100 Special Interest Forum Areas 

• Ask about creating a Forum Area for your 
own group! 

• TRADEWARS 2002 Play the hottest new 
BBS game. Fully Commodore compatible. 

• Some of the Best & Brightest members of 
Q-Link! Ivlaybo even someone you know: 
Sholom Cicada Sntckers/CatsO 
Kellyl^S DC Star Kcorb 
MsOgeny She Elf Sir Fitz 
Mystique LtWorf JuliaJ 

Plus many many more! Join us! Meet some 
old friends and make new ones too! 



HOW TO JOIN 

The Phoenix Network can be ac- 
cessed through your local Sprint/ 
Telenet phone number. If you are 
unfamiliar with Sprint, call us toll- 
free for full sign-on instructions: 

1-800-869-1155 
If you are familiar with Sprint 
access, do the following: 

1 . Have your credit card ready 
Full access is not granted 
Unless you provide credit info. 

2. At the CONNECT type in the 
following depending on your 
baud rate: 

300/1200: <return> D<return> 
2400 baud: @D<return> 

3. At Terminal = type: D1 

4. At the @ sign type 

C FYREBIRD 

5. Follow sign-on instructions 
for access to The Phoenix. 
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New Version of Compression Kit Announced Threshold Productions Releases New Game 

Mad Man Software lias recently announced tlial they will release a new rhreshoUl Prii(Kielions,anewgainc|)HHlnarforllieC-(it/12HnKn-kel, has 

version of Tbv Cimipn-ssiori KH. their tiisk and (ile archi\inii and haekti)) reeeully annonnced the release of their (nsl tianie, LuitrDiiui. I lere is the 

utility tor the C-B4, We received the following inforinatimi in June from iriforinatioii provided to Commodore Worid by Threshold representative 

company spokesperson Ryan Todd Vander Sloep: Jonathon Mines: 



A new version ofThe Compression Kit is due for release this month. 
For those who are unfamiliar with this product, it consists of 

• Filemaster - moves, copies and deletes files 

• Hrocopy - copies entire disks 

• Archiver- compressed backup of one or many files; has the ability 
to list files in an existing archive, and can de-archive files. 

• Boas (1541. 1571, 1581, CMDXativc)-Compressesentiredisksor 
partitions 

C-Kil Version 2.0 eidiancenicnls include: 

• A new, faster compression scheme dubbed T'VTIRIN' which 
creates more compact archives 

• R-^.M device compatibility - can use the Commodore 17.xx series 
RAM Expansion Units. DACC partitions on CMll RAM devices, 
and the additional memory in a Commodore 128 

• More selectable files - U[) to NOO files can now be selected in the 
archiver. and up to 12t)0 files in the Itlcinaster 

For further information on The Compression Kit, contact: 

Mad Man Software 
1400 FmsI Collqi- Drive 
aujam: iVY 32007 
(307) 632-1178 



Messiah III Update 

Mad Man Software, makers ot'Thc Compression Kit. have recent ly passed on 
this news concerning A/cj.s/d/; ///; Nemesis, a role-[)la)'ing game ivhich Mad 
Man iias been develtiping: 

Forall practical purposes. Messiah 111 is completed. We are currently 
examining options for funding the release of this program. This role- 
playing adventuregamecontains more than 10 screens, 25 levels, and 
,K)() pictures. Flaying time is estimated at more than 'M)0 honrs to 
complete. .A [)rototy[)e ofa lew levels has been [ireviously reviewed l)y 
both RUN and Compute's Gazette. 

Mad Man Softivare has assured Commodore World that they will keep us 
apprised of any change in the status of this product. 



La/er Duel, our first product, will begin shippingjuly 15, U)94. A 
two level playable preview is available by sending $2.00 (credited 
against purchase of the full version) to cover shipping and handling. 
The fiill version is available at two prices: S14,9S for non-user group 
members, and Si).!!5 for user group members. To get the user group 
di.scount you must have your treasurer or president send payment 
with letterhead of the group. Included with the full game is a coupon 
for a $5 discount ofiLazer Duel I i, which is now in the planning stages. 

We are also working on three other products; an liPC. (first in a 
trilogy), a fast paced circuit type racing game, and a funny game with 
a little mischievous goblin. 

You may contact Threshold concerning their products at the following: 

Thresholil Protluctions 
!SSl}12<ilhAve.XE 
Seitlttc. WA. 9Hl:]5 
(206)361-1332 (message) 
lpinfo(aH'skimo.com (Internet) 



CMD Adds Action-Replay and More 

R10Com])inersrece[UK [uniounced that they would no longer besupplying 
Llatel's Action-Replay cartridge; that's the had news.'Fliegood news is that 
Creative Micro Designs h;is contacted Datel. and has arranged to begin 
selling this product. .'\etion-Replay Mk V! is a utility cartridge for the 
Commodore G4 (orCommodore 12H in (i4 mode) which includes functions 
for capturing programs and saving grapliicscreens; it also includes a sprite 
killer,s|)rite monitor, |)rinterdunip utility, machine language monitor, file 
and vvholedisk copiers, a pokefitul(r{foriinlimiled lives in games). Finally, 
the cartridge includes disk and tape fastloaders, adds several useful 
commands (MFRCd;, APl'FN'D, OLD, DFI.FTH, etc.) to BASIC, and will 
also redirect printer output for device 4 to a printer connected with a 
GEOCABl.i;, 

While many of Action-Replay '.s disk functions cannot be used directly 
with CMD storage devices, CMD expressed excitement over the product's 
ability to de-protecl software; programs de-protected in this manner can 
then be copied onto {;md hooted from) CMD storage devices. The ability to 
ouipul documents with most programs via a GF.OCARl.F was another 
feature which CMD found appealing about the product, CMD plans to 
have Action-Replay in-stock by nud-August, and has set a selling [)rice of 
$5S).tK) plus shipping. 
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CMD has also announced that they are readying their new GEOC ABI.F. 
II for release. Up until now, the GEOCABLE sold by CMD has been provided 
by Skyles Electric Works. CMD has decided to produce a new version with 
a switch for the pass-lli rough port, enabling modems to remain attached 
while the connecliun to the [iriiiler is in use {this was not possible on the 
Skyles model, which included a pass-through port, hut tio snitch), CMD 
expects the price of GEOCABLE II to he $29.00, and will include a disk 
containing GEOS printer drivers with each cable. 

CMD !ias also added Aprotek modems and hardware to their product 
catalog, and began shipping the oew.SmartTrack proportional trackball in 
early August. 

Q-Link Announces SKut-Down 

The premier Commodore-only Quantum Link on-line service has finally 
announced that il will cease to operate on November 1 , 1994. Cy.ink was 
originally launched in November of 1985, but since its owners turned more 
of their attenlian lo iheir America On-line for Macintosh and M.S-DOS 
machiriesin ihe early !IO's, the services and qualityoftheQLinksysteni have 
eunliiiually declined. 

Userswitli Lifetime memberships on QLink can transfer that membership 
to an America On-line account. This will, however, require that you have 
either an MS-DOS or Macintosh computer. To obtain a sign-on kit for 
America On-Une, contact AOL Customer Service at 1-800-827-6364. After 
signing on, you nnist inform AOL Hilling that you wish to transfer your 
QLink Lifetime Membership to your new AOL account. 

Additional information concerning this shutdown, account transfers, 
billing, and use of accunmlated Q)ons may be obtained from messages 
posted in Ql.ink's Customer Service area. 



Loadstar Releases New Products 

Loadstar, the disk-based publication for Commodore 64 and 128 owners, 
lias recently announced two new products. The first of these is a large 
selection of graphics which has been produced for Loadstar over the years 
by veteran computer artist Walt flamed. Entitled "The Compleat Wall 
i lamed", this collection contains o^er 230 pictures, and is available on 
seven 5 'A incii disks, or three S'/a inch diskettes. Loadstar bills this as the 
greatest one-jnan collection of art on any computer platform. The jnice, 
according to Loadstar's New.detter. is a mere $20.00. We're quick to point 
out that since Loadstar states that 'compleat' is a ten-dollar spelling of 
'comjjleie'. ihis appears to be a pretty good deal. 

The second product announced by Loadstar is novel idea... well, it's 
actually a novel itself on disk. Entitled SPOUT, this software-based book is 
equivalent to a paperback containing somewhere between 400-501) pages! 
Author Jeff Jones commented that publishers prefer not to publish large 
novels by authors who are not well known, so this seemed to liim to he (he 
best way to present the whole storv'. Billed as "Terror on disk!", advertising 
for Sl'Oirr in Loadstar's Newsletter warns that this story "contains graphic 
action sequences and frank language", and is "not for the faim of hearti" 
Loadstar can provide the novel on three 1541 disks, two 1 58 1 disks, or one 
CMD ED high density disk. The cost is S 5.9.5 plus SI. 00 shipping. 

Finally. Loadstar has also announced a bundling arrangement with 
CMD. which includes a one year subscription to Loadstar and a CMD 
ED-2000 disk drive. As a bonus. Loadstar also includes their CARDSTAK 1 
and GAMEST.'XR 1 products, two of Loadstar's most popidar disks. The 
cost of the entire package is S250.00 plus SI 0.00 shipping. An ED-4000disk 
drive can be substituted for the FD-2000 for an additional SfiO.OO. 



'^ ^ Get a ""^ 

Free Disk 

OF SOFTWARE! 



64/128 



No kidding. Call 1-800-831-2894 
now or mail your valuable FREE SOFT- 
WARE CERTIFICATE, and we 11 send 
you a FREE issue o^ LOADSTAR'' , the 
Commodore' software sub.scription. That 
way, you can explore our revolutionary 
"subscribo-to-a-disk-of-software"concept 
for yourself! 

Each monthly issue contains 7-10 
programs and feature."} on two 5,25" disks 
or one 13.5" disk. Imagine getting features 
like these on every issue: 

•Utilities 'PuKxles 'Games 

•Applications •TutoriaLs •Graphics 
■Music 'Reviews •and more! 



I lll^i: NOI I'WlIti: CEIITIIICAI K 



Call nnw or luail iu this FREE SOFTWARE 

CERTIFICATE, and we'll send ytm a FREE issue of 

LOADSTAR, the Commodore .softw-are subscription. 



uinasTnn' 



m 



l-'a't 



l»"9 



fe^2^. 



■^Sl.-. ■: -&' 



Cnll I -»0()-»:S I -2WM or 1 -:t 1 »>22 1 -R7 1 » 
for iii>it*'Nl Sfi'vicel 

If you like your FREE issue, you can complete a ;3-m()nih trial sub- 
scription with two more is.ques for just S19.95*. Since your first issue is 
FREE, you'll save l/3off the regulars-month subscription price uf $29.95. 
When you subscribe, you'll receive a FREE Special Bonus Disk of some 
of our most popular programs. You'll also have the option to .subscribe for 
a longer term and save more. Whether or not you subscribe, your first 

issue is F'REE. , ■ ■ r 

Check disk format: 

. U 3.5" LI 5.25" 

eWl034 




Country:, 



State/Province:. 
Zip/Mail Code:. 

) 



Day Phone #: ( , 

In Ciiniidn $2:iM (refrulurly IS-t.S.S), Offer available in U. S. siid Cunniin 
uiily. InUTnHUijnrtl-Cfill for informalion. Allow 4-G weeks for dt'livt'-v. 



SorttUnk I'ubUiihlnK ■ IM). Boi aMOS • Shrevt-porl. LA 71130-0008 USA • I-fl00.8al-aS»4 ot l-ai8.221-«Tl« ^ 




Volume 1, Numbers 



COMMODORE WORLD 



THE 

CONNECTION 

News rrom Co[viivioDORE-Fiei_ATeD Vendors and Rublishers 



[[QADSTAR 



Ci)[iiiii(Hluiv'sl)ci'iidc;idri>iau'liilc, 
and insleiid o( 1. A PST A Rihy'mi^ 
for its life, our Customer Senice 
Representatives (CSRs) are flooded 
vvitK calls. CMD is going mad with 
dailv Hoods of orders, and iluiiunl 
enjoys conliiiiied suteess. What's 
going on? VVIi)'arc wcso successful? 
Could it be dial Coiuinodorefyt users 
are very intimate with their 
computers?VVcdon'tdUch them just 
bctause something out I here can add 
2+2 thirty limes iis Cast. 

Commodore users program. 
.\4aiiy who don'l still have a good 
knowledge of their computer, and 
evenknowthechips(SlL),VIC,6510) 
by name. That's why I.nADS'fAR 
would dare consider compiling a 
p rogra m m i 11 g d is k se t i n 1 9 94 . more 
than a decade alter the C-64 was 
pronoimced dead. As 1 write this 
editorial , thousa nds oflilocks of text, 
B.ASIC. .ML and graphics tutorials, 
assemblers, languages and utilities 
from I.OADSTAR\ past arc sitting 
on a CMD i 111 [lartition, waiting to 
be organized into what will most 
likely he a very hot product to be 
released in late Septetnber. I have no 
idea how many disks it will 
encom|)a,'is. hut it will iieTUF, book 
ofCommodore knowledge. Not only 
will we supply the knowledge, but 
lhetools(asseniblers and languages) 
to create great software. 

In late 1994 why would one bother 
to learn to program a computer 
jironounced dead in the Hd's? for 
(uie thing, you can earn money! 



/. 0/1 /XV 7i4 W buy s t e n s f t hou sa n ds 
of dollars worth of programs everv 
year — even more than our lli.M 
magazine! C^Mn buys programs, and 
so does didliird and iTIi-li-l Alhr, 
Uefore I was hired full time as a 
Commodore editor/programmer. I 
earned thousands free-lance 
programming. That was thousands 
more than the average know it all 
IB,\l user who told nie to ditch my 
C-tJ4. 

Mastering "simple" li.SI)2 
la ngii age gives th e p rogra m mer 1 00 Is 
and logic that make programming 
other machines easier. The same for 
BASIC though to a lesser e.\lenl. 
Many may remember Scott Rcsh, 
our former CEOS expert. Never 
touched a MAC. Well, he was trained 
toworkinoiirMAC department and 
instantly took to it. He already had 
the skills at a very primitive level 
that gave him understanding over 
what he was doing. Now he's earning 
big bucks in the Bahamas. If you 
ever find yourself programming on 
a747backandforth to the Bahamas, 
you've made it as a programmer. 

Programming a C-f>.1 is the 
ultimate pu;^xie. Coaxing a "simple" 
computer to do complex things 
requires logic and plamiing. two 
tilings you need to program good 
software. The other platforms have 
SO many standard tools lo help the 
serious programmer program, tlial 
the ex-f)4 progranuner thinks ii's 
heaven. When 1 go to mv ()8()x0 
assembler, the opcodes seem like a 
high level language. Seasoned 
Macintosh programmers look at 
liiSOxO assembly language as a 
"tough" "primitive" language that 



one shouldn't have to learn when 
tliere's always C. Ikit when you w^ant 
t hat extra edge, some companies like 
WordPerfect skip C and program in 
machine language for speed. When 
you want that screen rendered in 
two seconds instead of two hours, 
you ivant machine language. Many 
companies even advertise that a 
program is written in assembler. 

In the ,\LS-n0S world, C 
compilers have evolved, creating 
object code tliat rivals the speed of 
maciiine language, but at the 
expense of huge programs with 
libraries that fill the hard drive. 1 
think that in the future it will be 
ex-C-(vl Ml. |)rogrammers that will 
gladly learn Pentium and Power PC 
Ml, and write monster applications 
that take up less space and do just as 
much if not more. 1 urge the Pentimn 
owners out there to break the mold. 
Kick C let ihe curb, and tr)' M!. on 
yourothercom[)uters,Tell the world 
that they can thanktlieC-64foryour 
small fast programs. 

1 f \'ou ' re t h i n ki 11 g a bou t be CO m iiig 
a programmer, don't wait until you 
get that DOS machine and the 
expensive hooks and compilers 
you'll need. Try your C-(i4, Coax a 
programotil of it. This mayjust be a 
sly ploy to promote our upcoming 
blockbuster phantasmagorical 
I'rogrammiug disk set (get it) but if 
I here is one message I can get across 
lo lledgling firogrammers out there 
il's "Don't be afraid of Machine 
Language. It's a breeze." 

-Jcffjoim 
Associate Editor. EmidSlar 




Last night, I had the jticasure of 
assisting a couple who had recently 
purchased a Commodore 1 28 to help 
them run their bii.siness. Trying to 
run a business and learn to irsea new 
computer is never an ca.sy thing to 
do, but for many small cottage 
industries, the Commodore still 
makes an excellent business choice 
because the machine itself doesn't 
cost a fortune. The productivity 
software is delniitely available, 
whether it be commercial software 
bought new, or foiuid used from 
garage sales or computer swap 
meets. There are also hundreds 
(perhaps thousands) of|)roduct!vity 
software available a.s shareware, or 
in the public domain. 

The couple I helped are running a 
smallgreenhoiiseand an herbal craft 
store lo augment the greenhouse 
during the winter months, fhey 
needed some advice on wliat 
programs would best meet their 
needs. They askedspecifically about 
the availalnlily of a s[ueatisheet 
program, database, and [jrograms 
for writing letters and one ftir labels. 
They stressed that they wanted more 
than just an address label [irogram. 
I asked what they'd be creating labels 
forand discovered they had a variety 
of (.lifi'erent ty[)es of labels they 
needed, such as for greenhouse 
plants as well as price tags. 1 
recommended The I'un Grapbirs 
Macitiiic so I hey could design 
differentlabelstosuUtheirpurposes. 
As the business grows, they will fhid 
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other uses for this program, suth as 
forms, advertising and business 
cards. 

After making a hst of the types of 
progninis they would need to rim 
dieirlnisiness, 1 lalkfd k) iht'm alioul 
other things they might need, such 
as things they can use to speed the 
computer up, because the less time 
they spendworkingat the computer, 
the more iime they c;ui devole to 
customers and tlieir plants in ihe 
greenhouse. We talked about 
cartridges but rejected ihe idea 
becauHetheirsofh^•arel^'ouldlJeused 
in both 64 and 128 modes, so 
cartridges would limit their use and 
cause additional confusion. They 
agreed JilfyDtlS made sense since 
they wouldn't need to he concerned 
about which mode the computer is 
in and it would give them easier 
commands to use. Wealso discussed 
CMD'sFDdrives. RAMLink, and/or 
a hard drive so they could have easy 
access lo tlieir business software. 
VVhilenotcjiiitereadyforanyofthese 
items just yet, when their business 
picks up, one of these devices are 
definitely on their list of future 
computer upgrades. 

[ suppose you're asking whal all 
tliis has to do witii C7;7;-M AlivcY 
I'lenlyl first of all, we really enjoy 
helpuig new Commodore users. I'his 
is something that both Jack Vander 
White and ! find ourselves doing 
whet her it be via the mail, in person, 
orover the computer networks such 
as Fidonct. Often, a Conmiodore M 
is the first computer a person has 
ever used. People are sometimes 
intimidated by it simply because it's 
a computer. It's a nice feeling to help 
someone out ami show ihem the 
ropes a little. Second, almost all of 
the business of operating CEE-64 
Alive! is done on our Conuriodores. 
We do have an understanding of 
what's needed to run a business 
using the C64 and 128. Tliird, we're 
friendlyand like helping [leofile out. 



We've got lots ofgoodies in \'ol 3 
Issue 3, includinga trip to Antarctica 
to view a partial solar eclipse, an 
article explaining the basics of off- 
line mail reading, a great mini demo 
maker, and an article about a new 
kind of revolution destined to make 
your world a better place. Our 
newsletter disk is filled with the kind 
ofintbrmationncwusers really need, 
as well as info thai could even make 
some of us "old-timers" pause and 
think about. This is of course, the 
R'\Q(Treqiiemly Asked Questions) 
file from the COMP.SYS.CiiM 
newsgroup on the Internet. This is 
over ,500 disk blocks with a ton of 
C6'l/128 infijrmalion in it. The tlip 
side of our newsletter disk is filled to 
the brim with C'OjVIAL programs. 
We'll be taking a deeper look into 
COM.'\ L p rogram ming i n ou r hit u re 
issues as well. 

Until neM time, CEE-ya! 

- Gaclync Mtmimr 
Ediinr, CEE-64 Aim-'. 




That old flat lop 12S just doesn't 
always boot up like h should. It is 
kinda temperamental, you know. 
.Must just be old.,.. 

Or is it? farr)' I'ankey has some 
news for those of you who thouglit 
you just had to live whh thai fussy 
128. And it's great news! I le'll show 
you how to end those power-up 
blues! 

Wondering about commodore 
support'/ Wonder no more. PiHig 
I'a rso n s ha s com J) il e d a ver)' ace II ra t e 
and up to date listing of many 
businesses that support our beloved 
8-bit computers. Fvcn'bitofinfooii 
this list has been verified, and ihese 
places are current. We even have 
some overflow into the September 



issueof people whocouldn't get back 
to us in time for deadline! 

Mike Gordillo takes us into the 
jungles ofCP/M formats and brings 
us into the light in Part I d Cr2S 
CIVM. Tnii! liliiziiix in n Juiiiik of 
Eiirmitls. 

Professional looking color print 
outsfromyourhtileoldprinter?Ves! 
Jack Blewitt's S-Bit 4-Pii\s Color 
Ttiloritil shoivs you the method to 
color mania! 

Men Gardner lakes a look at lilock 
Allocation and ihe DSfJM 
C'onunand in DOS & Don 'is. R. Scot 
Derrer's&ij/f^/l.yCstringsus right 
alongwithTIandTIMf:$!'l'he latest 
on what's happening on Helphi, an 
introduction.an announcement and 
more from R. J. Smulkowski's 
CyluT.spiur Cowboy! I'RG features 
Ernest Barkman's Text To Screen 
and Text To Printer, These file 
readers have word wrap and thcText 
To Printer has a paper save feature 
tliat re[)laces carriage returns with 
an unclerline character. This issue is 
packed. 

The PRG feature game, entitled 
Bongo is among the Spinner-onh' 
files. This Bingo game will not only 
generate your cards, and call the 
immbersforyou, it will keeptrackof 
everyone's cards! 'I'liis is Ted Myers' 
masterpiece of commodore 
keyboard graphics. 

Speaking of Spinner-only, after 
cranking up the air conditioning, 
boot u[) t;r,OS and lake a look at 
Rick Iledrick's collection of 
mathematical grids. 'I'his ispart one 
of his malhematical excursions. 
More for you hardened mathiles — 
f ugenc 1 ieath's String Arithmetic 
(October 93 Spinner) comes lo life 
with Fibonacci 1.2 — caiiulate the 
(i.'jTth value in 32.4 seconds or view 
the sequence up to the 657th 
numlicr, and Sine, Cos, and PI — 
calculate PI to 68 places! Create giant 
wireframes for use wilh FGM. with 
Rick I ledrick's Giant Wireframe. 



Lots of stuff is happening this 
summer at l.yrmCarthy Industries. 
Inc. We're launching The Sewing 
Room, our new Associate Editor is 
starting, we're on Delphi and soon 
to be on GFnie! I'm diellardO on 
both Ci-l.ink and Delphi! So little 
time, so much space — cyberspace, 
that is! 

Well, gotta run! Keep cool this 
summer and may your lemonade 
nevers|)illal your comjmter and may 
you always have a pile of blank 
formatted disks by your side- 
especially while on-line! 

- lirian L Crostlmaite, Editor 



FUN GRAPHICS 

MACHINE 



WARNINti; Blowing up balloons 
can land you in the hospital! Your 
throat muscles can constrict blood 
flow to the brain, causing you to 
pass out and sulfer a concussion by 
smashing your head against a 
concrete floor. 1 mention this 
because it recently happened lo 
Jerry, hence I'm writing this month's 
FGM article. Jerr)''s "ok" but still 
feeling tlie etfects (I never figured 
soniething as .soft as concrete could 
burtjerry'shead.bulwondersnever 
cease:). 

Jerrj' had intended to get into the 
basics of working with graphics in 
i'CiM, but I'm going to leap on to 
ITNKi^l) SCR KENS because they 
seem to cause the most confusion. 
LINKED .SCREENS is simply an 
easier way ofworking whh more than 
one screen at a time, A single screen 
will only print out four inches wide, 
ina.x. unless yon print itai double or 
triple width, and limhs you on the 
amount of text and graphics you can 
use (dull). LINKED SCREENS lets 
you use up lo three screens side l)y 

(conlimicd on next jinge) 
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side, wliicli is 120 tdliiiutis of work space. 

Goahead and load TCM, go id CRI- ATOR, and 
erasf tile screens. Hi XT: A fasi and easy way to 
erase tlie screens is to use ADJUST Mode; pressj, 
lap ! lOME to move the l}ar to the top, tap - 
(minus) to make the bar full-screen size, then 
press CTRL V.. Whik- still holding CTRL, release 
the I-, press X for llie luxt screen, tlien CTRL I' to 
erase it. Re|)eat for the tliird scrran. Then press 
RLTURN a few times fiir the uilmhi. 

Set LINKED SCRLLXS In pressing / fVom the 
menu, Tliis takes you to a sub-menu where you 
select howyoti want the screens linked. For now, 
select #2, then select ACROSS at the ACROSS/ 
DOWN prompt . This gives us two screens linked 
acro.ss(sidebysidL'). Printed at K()dpi(or240dpi 
triple width) these print out eiglit inclves wide. 

Gotothehi-reseditor(j>ress4)andplayaround 
a bit. Press T for TEX'f Mode and start typing 
[seriods... across the screen. When le.xl hits the 
right side the viewing area will scroll right by 
twenty columns; you're now viewing the center 
area of the two screens, with twenty columns to 
tbe left and right not visible. Type an X here and 
continue typing periods until the viewing area 
scrolls again. You're now viewing the full second 
(right-hand) screen. If you contiinie typing past 
the right side, the viewing area will move back to 
the left screen. L'se Y'S/V'X to move the viewing 
area left/right. Margins, word-wrap, and the third 
screen are available; RKAD 'fHE JUAN UAL;). 

Saving linked screens is easy; when you do a#(i 
SAVE both screens will be saved as indivichial 
screens, hut named .so I'GM (andyou)can identify 
them. The key is the third and fmirth characters 
in tlie filename; these must he a letter and a 
number, ie: "s.al". i'GM will create names 
beginning with s.a2 and s.a^i for the otherscrcens. 
'I'he number identifies ifit's screen 1-3 (left, center, 
right, when working with three screens linked 
across), fhe letter identifies how many screens 
down this set of across-linked screens is; when 
creating a full page you'll need several sets of 
screens down, liegin the name fur the next set of 
screens down with s.bl, then s.cl for the third 
.set, etc. The PRINTER section uses the letters so 
it can load in a set of across-linked screens, prim 
them, then load in tlie ne.^il set. 

I'm over my word allotment for this month. 
Next month we'll wrap this dragon up, then find 
another one to slay. 1 iajipy Computing... 

-RimCHackky:) 
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SUPPORT YOUR LOCAL USER GROUP 



AHKAHSAS 

Northwest Arkansas C.U,G. 

P.O. liox 2925 

Layetteville, AR 72702-2925 

ARIZONA 

Catalina Commodore Computer Qub.Inc. 
1^0 Box 32548 
TucTOn.AZ 85751-2548 

Arizona Commodore User's Group 
I'O Box 27201 
Tempe, AZ 85282-7201 

CALIFORNIA 

Central Coast Commodore User's Group 
.18fKi Ik-nvyn Drive 
Santa Maria, CA 93455 

Southeast San Diego C-64 User's Group 

258 Euclid .Ave #B 

San Diego. CA 92114-3640 

South Bay Commodore User's Group 
PO Box 1176 
RcdondoBeach.CA 90278 

COLORADO 

FCC3 

1713 Valley forge Ave. 
Ft. Collins, CO 80526 



FLORIDA 

El-ShtftOh, Inc. 
PO Box 3G 1348 
Melbourne, PL 32936-1348 

ILLINOIS 

Blooming-Nonnal CUG 
Pt) Box 1058 
Bloominglon.lL 61702-1058 

OHIO 

Ashtabula County Commodore User's 
Group 
PO Box 415 
Ashtabula. OH 44004 

OKLAHOMA 

Tulsa Area Commodore User's Group 

PO Box 53473 

Tulsa, OK 74152-0473 

Commodore Users of Bartlesville 
1920 Santa Fe 
Bartlesville, OK 74003 

OR EC ON 

Lane County Commodore User's Group 

l'OBoxll31fi 

Eugene, OR 97440 



Attention User Groups! 

Send us your group's name, contact person's name and phone number, when 
and where you meet, number of members, and an address where users can 
write to you. Send your group info to; 

OV UG Conmclioii 

c/o Creative Micro Designs, !m. 

P.O. Box 646 

EastLongmeadow. MA 01028-0646 
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CRUISE SHtP 



YOUR SHIP HAS COME IN. 



INTRODUCING the first vector drawn, postscript compatible 
aspect corrected, object oriented ima^e collection available for 
use in the GEOS environment.' 



nvra^ {TIM aatilid mvtfwt d 



Sptrx Mk an j/t brt t^ ncUm t^f 



ffn^ {b^ J f^u ntifj »B [-a^ire j^ re] 
Y«i ani iilini r« ii ctf ira taiiq ra}g 
(Mcu^ *) rw vtfim txJBcurt ?3^^ 
fm fttj tifl a5*f t] pralwiA, prflwwn^ 
rSKlttim, flpV* ana *9d rnai pacoi 



Tliiii collection includes 

;i 'lOpngK manual tilled 
'How to l)L-slitfi|i Pulilish', 
a cimiplKtc coinpcndiuin 
oftipK and tricks, li also 
includes selected illusti^- 
tiotis of Ihc disk images 
bounid in a loose leaf 
manner. 




How to Order 
Send 19.95 plus 

?.0() sliippiriy & 
liimdliii!!: 
22. 9.5 

To; PagcAn 

l'O.Box67fM:(l 
Dallas, Texas 
753fi7 

check or money order 



I 



C<wW ®W3tvPAeES SOFTWARE GROUP PO. B<m 670431 Dabs.TX 75367 EH 480 07S5 Al Rgl*; Reswved 
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FGM'S RON HACKLEY PROVIDES INPUT ON 24-PIN OUTPUT 



\i yini have a 24-piii [triiiU'r yi>u may have 
dLHovfit'd that itpriiUi [graphics somewhat taller 
than the same output from an 8-|)in printer. This 
can be a ver\' rude surprise, since )'ou probably 
expected belter graphics printouts. I've tried to 
gel the word oiU with a sheet I iiichide with FGM. 
but for the benellt oi' those who have not yei 
purrliascii this great [iro^ram (shame on you!) 
I 've pii I toget lier this article lor Omimodore World 
to try and explain howto dealwitli 24-piii printers. 

Escaping Print Modes 

The most widely olfered sohitioiis suggest 
eiiteritig vsi ape auks to set lire linefeed spacing 
before using the program. The big problem with 
this met hod is that the program is probably going 
to reset the linefeed spacing when it runs. 
Acklilionally, I've noticed that .several different 
linefeed spaciiigs have been olfered. The correct 
escape code sequence for selling linefeed spacing 
for grafihics is pretty universal: i',SC .'>] 24 (ESC 
represents 27). This is correct for8-i)in printers, 
and for 24-pin printers in both Epson LQ and 
IBM Proprinter modes. 

There is an easy way to get true .S-pin graphics 
emulation from most 24-pin printers; the key is 
Ili.M Proprinler mode with ,'\(^M OIT- (more 
about .\tlMfurlheron).Most(butJU)lall)24-pin 
printers have this capability. If your printer 
doesn't have this capability (Epson usually 
doesn'l), then you're stuck unless you can 
motivate one of us Commodore programmers to 
u'rile an eitmlator driver, and liien it will likely 

We Need Your Top Tips! 

Each issue we'll print the very best tips we 
receive from our readers. Send your tips on 
using and programming your Commodore 
ti4orl28to; 

CW Top Tips 

c/o Creative Micro Designs, inc. 

P.O. Box 646 

East Longmeadow. M/l OI02S-0646 




only work for the single program it's written for. 
My best recommendation, ifyou haven't had the 
[irinlerloo long, is to tii'and return it andget one 
that includes IISM Proprinter emulation. 

When you use a 24-pin printer to print graphics 
from most Conmiodoregrapliics programs, the 
printer uses 8-pin emulation. This is automatic; 
the printer knows to use 8-pin emulation because 
the esciipe codes it receives are the ones used for 
K-|)in printers, Tliere are livo kinds u{ 8-pin 
emulation, Ep.son IQand ItiM Proprinter. The 
following is a description of eacii, begiiming with 
a short description of true 8-pin output. 

8-Pin Output 

'the "coimnon" 9-pin printer only uses eight pins 
for printing graphics, hence 1 will be referring to 
it as an K-pin f()r thisartitie. A Commodore hires 
screen is broken into rows, eacli row being eight 
pixels down (a row is the height of the bluiking 
cursor you see when you turn the computer on). 
When printing graphics, each of the pixels cause 
a corresponding pin in tlie print head to fire (or 
not). 'I'he pins on an 8-pin printer are Vn" in 
diameter, in a vertical line; lieiice the height of a 
pass of the printhead to print a row is "hz " (or 
^'/;! 16 " ), *\'hich equals 9 rows per inch. 

Epson LQ Emulation 

This emulation usesali 24 pins ingroups oft hrce; 
three pins down are assigned to each pixel on the 



screen. The height of thepdnthead (all 24 pins) is 
-Visi! " per pass of the printhead, or 7.4 rows per 
inch. This is 17% taller than the same pass of the 
prinhead on an 8-pin printer. The HSCape codes 
to set proper linefeed spacing so there is no 
interlinear slit are either ESC r> I 24 for'-yiKu" or 
ESC (if) K for "An". 'I'liese are the same ESCape 
codevaluesll)atvvouldbesenltoandK-pin printer 
for proper grapliics linefeed spacing, hut they set 
lhe24-pin printer forthe required larger linefeed. 
Epson e m u 1 a t i on gi ves y u a \e rt ica 1 de n s i ty of 60 
dpi. which isn't even as good asati 8-pin printer. 
Epson enmlation normally allows hori/onlal 
densities of fiO, 80. 90, 120, and 2.10 dpi. 

IBM Proprinter Emulation (AGM Off) 

This emulation uses20 pins in a 2-3 arrangement, 
one screen pi.xel assigned two pins, the next three 
pins. etc.. for a total of 20 pins, fhis gives a 
vertical height for each pass of^Vna" or 9 rows 
per inch, which is the same as a standard 8-pin 
printer. The vertical density is 72 dpi, and 
programs that expect an 8-pin printer will give a 
proper height printout. The I'.SCape codes for 
setting graphic linefeed spacing are ihe same as 
forbothan8-pinanda24-pinin(',psone[nulation, 
but they are interpreted as either -'/lmi. " or V'-2 " . 
IBM Propriivler emulatimi offers horizontal 
densities of 60, 120, and 240 dpi. 

.■\GM stands for Alternate Grapliics Mode. 
IbiVI Proprinter emulation has two modes: AGM 
on*, and AGM ON. AGM OEl'gives you the IBM 
Proprinler enmlationdescribed above. AGM ON 
gives you the fit) dpi vertical density of Epson 
enmlation, usingall24pins. In either. '\GM mode 
you are limited tohorizontal densities of (SO, 120. 
and 240 dpi; ifyou want Epson l.(iyou're probably 
better olf using it directly rather than using iBM 
Proprinter wtih AGM ON. It's interesting that 
Ep.son doesn't olfer IBM emulation, although 
Epson's competitors do. 

IBM Proprinter lacks the most important 
density: 80 dpi. There is a way around this; ifvour 
program can print triple width at 240 dpi then it 
can effectively emulate 80 d])i. With l-CiM you 
can select 240dpi at triple width. Otherprograms 
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may accomplish this more transparently (ie: Alternate Graphics Mode, or something equally best resolution. !t ivould also require massive 

they're getting 80 dpi by using 240 dpi triple clear. Some (most notably Kpson) do not have amounts ol" memoiy; a full hi-res screen (8000 

width but you don't know it). Using tins method tins mode. This mode i.s usually set with a DIP bytes) would print out about the size of"a postage 

gives you a den,ser (darker) printout, bm it's also switch, though some printers may allow calling it stamp. Mnlti|)lythat out by the number of screens 

a bit slower. with escape codes. If you want I lie niosl that would be needed to do a full [)iif;e and you 

Tlieres one more important thing you need lo compatibilitywithe.xisliiigCDmmodoregrapliics stail to gel the iden. I don't know of any 

know abonl IBM Proprinter emnlatioii (AGM progratns then make sure the printer has IBM Commodore programs that can accommodate 

OPF). The I'SCape code for setting linefeed Proprinter emulation. that fully, ;dt!iough CMU's Perfect Print for 

spacing with ESC 65 8 doesn't directly set the InkJet Printers arc similar to 24-pin printers in geoVVriie does perform something similar to what 

linefeed spacing when AGM is off; you must their 8-pin emulation modes for graphics, but would be called 'scaling' of fonts to achieve 

afienvardsissneannSCSOtomakewhatfveryou there are wide variations in quality. 1 tried an maximum [iritUer resolution nith text (it also 

defined with I'.SC 65 8 active. Many programs iipstni .Slylus-800 and, besides lacking AGM prints grajihicsat maximum resolution, but this 

don't know this. !t is always better to use F.SC' ."i 1 mode, it had the norst 8-pin (emulation) output requires 'best guess' interpolation ^vhich is not as 

2'1 to set linefeed spacing; it becomes active I've ever seen. It wetn back! I'm presently using a accurate). C'MD's hardware does make it a 

immediately. Canon BJ-200e which I'm quite happy with. Its possit)ility for developers to create new software 

Graphics programs that send ESC 51 24 to set 8-pin emulation is EXCELLENT, and it bas both that could take better advantage of 24 pin priirter 

linefeed s[)acing should work fine in IBM Epson I.Qand I liM Proprinter modes (inclnchng re.whition (no ['(JM rinnors please — I am not 

Prupriuter mode (AGM OPE). Some prngranis AGMOEI70\').InitsIi!MeniuIalionlhc|)rinter working on such a ihing), 

may send ESC 65 8 which will be ignored unless usesfortyorit's64 nozzles, assigning five vertically I hope this lias shed a brighter liglit on using 

followed by ESC 50. Changing these ])rogranis per screen pixel instead of the 'I-.i arrangement 24-pin printers. Ifanyoneelsehasiiiforniationto 

isn't too difficult if you can use an ml monitor; used in 24-pin printers. Since the dots are Vibo", share about using 24-pin printers with 

search out the 27.65,8 codes and replace with thisgivestrue 72dpi verticalresolution.lnEpson Commodore machines I'dlike to hear h, as would 

27,1,24. 1.ocatingthecodeonadiskismoretimc- LCicmuiation it uses 48 nozzles in groups ofsLx Gminioilorc IV'or/r/. If you have questions I'll try 

consuming, but it can be done. ISASIC progratns for 60 dpi vertically. and answer tlicm if you give me a call at PGM 

are considerably easier to change. What about using true 2'1-pin mode? In this (5l>3-496-2234 — evenings are best). 

Most 24-pin printers have an IBM Pro|)rinter mode every pixel on the screen would relate to - Ron C. Iltickhy 

emulation modcalthouyhil mavbecallcdAGM, one orintcr i)in. This mode would uive the ven' '^ 
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A DAY in TTIE LIFE OE A PREHISTORIC Wl 

COMMODORE 64/128 IH 64- MODE 



A new Public Network 

Television documentaiy 
describes a typical day in 

the life of a prehistoric 
man! Collect bones, save 
your mate, dodge dinos, 

and find diamonds as 

you spend your day as a 

cavemani 



Send check or money order 
for $19.95 to; 

CREATIVE PIXELS 

P.O. Box 592 
Library, PA 15129 

{CX:op>iiaht 1994 

JC Hilty 

Productions 
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DISK DRIVE AND FILE NAME BASICS 



This is the third installment of this cohimn. and 
as proiuist'd I'm going to talk aiioiit (iisi; drives. 
lint l)c(i)re I do that, let me rcca]) what u'u've 
talked ahoiit so I'ar. If you haven't rent! the 
previous two eolinmis, you might wani to think 
aboil t liaek issues. (The editor will love tluit lit tie 
ping there. And as stated in the Ferengi's 33rd 
Kule (tf Aecjuisitioti: It never hurts to suck up to 
the boss.) 

I started things out two issues ago with the 
connnent that a foniptiter talk'; all the time. In 
that (oliinni ;ve discussed the fact thai your 
Commodore computer needs to be able to send 
messages back and forth between its ou'n 
(iroa'ssor atui the yniiouspcriplHTtih yon attach 
toil, including the monitor (that's how the itriagc 
gets on the screen), the keyboard (which is hovv 
thecom|)uterhearswhatyouhavetoIellit).and 
the disk drives. We talkedabouthowa computer 
needs to be able to talk to and listen to these 
various de\ices in order to do anything at all. 

In the last is.sue we talked about a speciiic type 
of talking the computer does: error messages, 
■fhese are tlie words that appear on tiic screen 
somelime,s when something doesn't go cpiite 
right, i listed a short program that yon could 
type in to read the error message on a disk drive, 
which i.soneofthemost important devicesyou'll 
be hooking up to your computer. 

And il was at that point that I promised to 
spend a little time this is.si.ic talking about the 
disk drive itself. It is. as I just mentioned, a very 
iLuportant piece of equipment. You can run your 
computerwithoutit,that'strue,andit'spo,ssiblc 
tliat some ofyon may be doing exact ly that; even 
so, it's likely that you'll get one sometime soon. 




Both the disk drive and the device it more or 
less replaced, the lajie drive, are pieces of 
ec|uipnietit designed to store information semi- 
permanently and [irovide that information to 
your computer when it asks for it. That may 
mean a list orinstructioiis telling yourcomputer 
how to, say, act like a word proressor. Such a list 
of instructions is called nprogram, and it is a very 
ini|)ortaiil kind of informal ion for a computer. 
Without a program to run. a computer would sit 
tliere like last year's fruit cake, worthlessly taking 
up space. There is another kind of information 
which these devices connnonly store, what you 
might call documents or data. This is the 
information you create yourselfwhen yon work 
with a word processoror database orsome other 
program. 

Here's an e.vample of liow this works. Let's say 
you wanted to write a letter usingyour computer. 
You haveit all hooked up (eheckoutiast issuefor 
some bints along those lines) and have a disk 
that says that it has a word processor ])rogram 



on it. That means that the disk has recorded on 
it the series of instructions which tell the 
computer bow to act like a word [irocessor — 
things like readhig the letters yoiL type on the 
keyboiU'd and placing them on the screen. Ifyou 
havea tape drive, those same instruct ions will be 
recorded on the tape. So you put the disk into the 
disk drive or the tape into the tape drive and use 
the load command we talked about two issues 
ago. In order to tell (he comjuiter what 
infonnalioii to get from the disk or tape, of 
course, vou'll need to know what name that 
information was stored under, 

let's stop right there a minute and talk about 
that name bushiess. Each indiviihial collection 
of information, whether that be a set of 
instructions (a program) or a set of data, has to 
be identilled somehow for the computer to be 
able to find it. In the case of the Commodore, 
each such collection of information, often 
referred to generically as a flit', is allowed a 
likmuiic of up to sixteen letters, numbers, or 
spaces, 'fhat's the filename you use in tlie load 
eonimand. andyou have to type it exactly forthe 
computer to know which file you mean. 

You can usually find the filename you need by 
checking the documentation that came with the 
disk or tape, but that isn't always possible. There 
is a way to check the names of all tlie files on a 
disk (but not for a tape). Von can ty|)e in a 
command that tells the computer to find the 
(/(>ccf(in'ofiliedisk,.'\tthecursoryoutypeI,OAD 
"$",B and press RETURN. That's a dollar .sign in 
quotation marks. The disk drive will whir after 
which the ready message will come back. Then 
type f fSi' and RKTL'RN to see a list ofall the files 
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on Ihc disk. If the list is too long to fit and ilu- 
.screen scrolls past too fast, hold doivn llu' 
CONTROl. key and it will slow down. Vou can 
slop the list at any lime hv pressing lU 'N/S TOP. 
Ifyou want to see the Hst again, type LIST again 
arid press KETURN. 

Getting back to our example, yon type in a 
command for the computer to look tor the 
])rogram yon want, identifying that program by 
name. The comjniter tlien asks the disk drive or 
tape drive to find that file and send it over to the 
computer. You'll see a message on the screen 
telling you that the computer is looking for the 
file, then (assuming the file is actually on that 
disk and that you typed the name correctly) 
you'll see another message telling you I hat the 
information you requested is being loaded into 
the conipnter. These are all cxairiple of the 
c«ni[)iiter talking toyoujustlikewe discussed in 
this column in the first issue. Once the program 
islanded into the computer, all thal's left foryou 
to (.lo is to lell the computer to start doing tlie 
in.structions; the command for that is RliN, 



followed by a RETURN. It's possible that the 
program might even hv written to start itself, 
wbicli saves you that last step. 

So far, then, we've loaded a [irogram imo the 
computer and told it to start rnnning. That 
in formation is stored in a section ol the computer 
called RAM. which stands for liandom Access 
Memory. R.'^M is open storage space which a 
program will till with instructions; it's also where 
the program puts data as you create it. 'fliink 
about it for a minute. As you u.se that word 
processor, you're going to be creating data, a 
collection of information. You're going to be 
creating a specific string of letters, spaces, and 
[nmctuation marks that when [lui together in a 
row are the te.xi of the letter yon are writing. As 
long as you're working mi the letter, the word 
processor will keep your data in an open area of 
RAM. When you're done, you mighl very well 
want to save that data so you can call for it again 
later. Unfortunately, ymi can't save tliat 
information in RAM because the minute yon 
inrn your compiUer off, RAM goes blank. It's 
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There are really two types of disk 
drives for the Commodore, the type 
that handle the larger 5-1/4 inch disks 
and those that take the smaller 3-1/2 
Inch disks. 

Since almost all Commodore 
software comes only on the larger 
disks, a drive that handles the 5-1/4 
inch disks is a must. As an add-on 
peripheral, one of the other type of 
drives can be very helpful. Since only 
the FD Series drives are still being 
manufactured, you may have to check 
the want ads or your local user group 
for a used drive. 

Commodore 1541 or 1541-11 

This is the basic Commodore drive. It 
handles 5-1/4 inch disks but will read 
orwrite to one side only. Since virtually 
all software forthe Commodore comes 
on single-sided 5-1/4 inch disks, this 
drive is sure to work for you. 



Commodore 1571 

The next step up from the 1 541 , so to 
speak, this drive also takes the 5-1/4 
inch disks. The big difference here is 
that the 1571 can read and write to 
both sidesof a disk, it can be usetd with 
both single- and double-sided disks, 
which means that it can hold twice as 
much data. 

Commodore 1 581 

This is the Commodore drive for 3-1/2 
inch disks. Each disk holds a lot more 
information than the 1541 or 1571. 

CMD FD Series Drives 

These disk drives have recently been 
released by Creative Micro Designs. 
They take 3-1/2 inch disks, just like the 
1 581 , but unlike the 1581 will read and 
writetothehighercapacity disks, such 
as HD (High Density) and ED 
(Enhanced Density) disks. 



kind of like showing a number on a basketball 
scoreboard bv lighting up only certain bulbs in 
an array of bn!l)s. ,\s long as the power is on, you 
can show a nundwr up there and keep it visible. 
But the minute you cut the power to the display, 
the number disappears. That's what happens to 
anything stored in RAM when you shut down 
your computer. 

Well, if you can't store llu' diUa inside the 
computer, wliere can you store it? The answer is, 
of course, on a disk or tape. You have to give a 
command (ami the word processor will have a 
way for you to do this) for the computer to send 
your data !)ack to the disk drive or the tape drive, 
where it will be stored away. It will very likely 
become a separate tile on the disk or tape, so 
you'll probably lie asked logivea iilename for it. 
Once you've done this and left your program, 
you'll see your neu' file ifyou list the directory 
again. 

Now what does this all have io do with disk 
drives'/ 1 did say way biick at the tO[) of tlie page 
tliat disk drives were our l()pic for this issue. 
From the e.xamjjle 1 just gave, it sounds likea tape 
drive would work just line, all e.xcept for dial 
directory thing. But that is exactly the point, and 
exactly why I said that a disk dri\ e was the most 
important peripheral you'll have. You see, every 
program you run on your Commodore, with the 
e.v;ce[)t ion of I hose few that are on carl ridges, will 
need to come into your computer from 
somewhere, and since there are virlually no 
programs available on tape, you will have to 
havea diskdrive,t)uceyou start usingaprogram, 
especially a productivity one like a word 
processor, you'll need someplace to store the 
data you create. A tape drive will work for ihis, 
but very slowlj- and not very reliably. .Again, for 
all practical purposes, yon will need a disk drive. 
In other words, for just about anything you are 
thinkingofdoingwiihacomputer.adiskdrivcis 
essential. Ifyou don'i already have one, or ifyou 
are womieriug ifyou should gel a better one than 
you have, check out the sidebar for a brief 
descrii)lion of ihe various types available. .And 
tune in next issue for more in the con tinning saga 
of You And Your Commodore! 
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THE INSIDE SCOOP ON THE GOOSE THAT LAYS THE GEOS EGGS 



Doyou rfmciiibcr the t imes when a C-64 cost you 
as nmcli as your monthly rent? Consider the 
plight of the C-fi4 users in the former Eastern 
Hlockiomitries: most of them tisedaC-64only in 
their dreams before the collapse of commutiisin. 
A few. very fortunate l-ast Gerniaiis lioiiglit their 
ConiiiiDtlores on ihe hiaek market, or hati them 
smuggled iiitothecountry with friends or relatives 
from the West. You ean't imagine what they had 
to pay lur llie [)rivilei;e of owning a 'bread liox.' 
The days of ivaitiiig to reeeive and devour the 
contents ofthreemont hold magazines are forever 
gone, former fast ik-rmans now enjoy most of 
the advantages of a free German market, and tan 
easily buy any computer they wish. Thankfully, 
some have resisted the urge to blow their savings 
on sleek new MS-DOS machines: indeed, many 
have ehmi^lolheirvalues. and haveopted to slick 
witli computers that have |)roven themselves as 
one oCthe all-titne best values: the Commodore 
64 and 128. 

Leaping Leipzig 

InthebeamifnUiermancityofLeipzig.agroupof 
Connnodore and GfOS u.sers and experts meet 
every other month to share their programming 
expertise with eaeii other, and ivith the entire 
GEdS couinnmity. They call themselves GUSS 
(pronounced goose), whicli is the acronvm for 
Geos User Software Saxon, The name seems 
apj)rt)priate, as this group has laid some golden 
GiX)S eggs that no GilOS user should have lo do 
without. 

GUSS' software is distributed throughout 
Europe and Kiigiaiulby IViiis Diihler who, along 
with falk kelnvagen, does most of the club's 
p rogra m n ) i ng. I ki 1 1 10 i t h ese p rogra ni m e rs spea k 
English aiuiiiave translated a fairamount of tlieir 
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software lur the fnglisli-speaking countries. The 
tlub offers a free catalog, shipped air mail to 
individuals and other groups requesting it. The 
programs olVered by GUSS arc not shareware; 
however, they aren't e-xpejisive to buy, either. 
Most of the disks they offer are chock full of 
hand)' utilities, applications and fonts, and selJ 
for around S 15,01) ]X'r disk. Let me give you a 
brief rundown on what the GUSS offers. 

The Best Of... Volume One 

Fast Kcnuil /:^',V- This Kernal patch enables your 

(iliOS 2.0 to utilize the 1,3 MHz speed of the 

128's keyboard. 

Set Clock - A short [irogram which allows you to 

.set the time and date while waiting for GEOS to 

finish bootitig. 

Sfiiiifl'liitto ■ A small but efTective Desk Accessory 

which can be activated from the geos menu to 

show the actual photo scrap. 

Dnhiwiiittir - .-Vn excellent disk monitor which 

w^orks with all disk formats, including RHU's. 

Drhr Info ■ A Desk .-Vccessory whieh sho\\s the 

information on all connected drives. 

^00/ '/ W( H.v ■ A n A 11 1 oexe c ] )rog ra n iv\ h ich t ransf ers 

selected programs to an REU during the boot 

process. 

Qscktt - A small deskTop replacement which can 

he used to open, erase, rename and print files. 

Also operates on the l^fi in 80 column mode. 



LQ Font Coliection One and Two 

rhirty (fifteen perdisk) new LQand HQfonls for 
the Perfect Prim LQ system. Most of these were 
designed by Denis Diihler, and range from 
dingbats to borders to normal fonts. You must 
have CMD's Perfect Print (known as (;HOSI.Qin 
Germany) to make use of these fonts. 

NLQ Font & Print 

This chsk gives you the ability to write and print 
documentsusingthelanguagesetsbuiltintoyour 
printer(kngtish.tk'rman,lTench, Spanish, etc.). 
There's a patch program included which expands 
the functions of the Epson WW (gc) NLQ.driver. 
This also includes 15 national COMMODORE 
fonts in 10, 12 and 15 points, 

GeoCOM 

I've |mr|)osely saved this jirogram by falk 
Rehwfigeuforlast. GeoCOM is a compiler system 
which compiles source te.xt by using BASIC 
oriented commaiKis and hmctions in geo Write. 
This gem is being translated iiUo English, and is 
ver)' popular in Europe, fhe German magazine, 
(i4'er, ran an extensive series of tutorials for 
GeoCOM this year. G[:t)S progranuners around 
the world wil I want to get their hands on this one! 

More To Come 

GUSS is working their ne.xt The Best of.,,' disk, 
and have a luimber of other projects lined up. 
Write to them (and mention C\V) care of: 

I kills Dohkr 
Ctirkimlr. 10 
D-04347 Leipzig 
dtrmtiiiy 
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THE MOST POWERFUL DATABASE EUER 
DEUELOPED FOR THE G-64 AND C-128 



Superbase 64/128 




±! 

Version 
The Programmable Database for your 

Commodore "128 

I OWM^ffn f^ii' ffrtn ffcofd fayouts rrgfiJ on Ihs screen 

I SpMCtfr r^vf 0*n ttpitrt formsU 

■ L*»rn AuijJTWJU JifyJ!* prosfammtns wflft Oaftnt ttpgwwffvt Sltpvll*** cefn/rmfHFX 

M CwtAf'i* oufput !rom drffstrnt f'fn un^f proffrmm controf 



Foryears, Superbase has been the most powerful database 
system available for Commodore 8-bit computers. Why? 
Because not only can you access its commands from 
menus, but you can also create your own custom Superbase 
applications using the built-in programming language. 
Superbase can also import and export data using standard 
sequential files for easy portability with other applications. 
Additionally, the C-128 version will load with, and pass 
Macro commands to, the Superscript word processor to 
create a completely automated office system. 

With its built-in programming language, Superbase is ideal 
for custom applications such as invoicing, inventory. 
Accounts Receivable, Accounts Payable or just about any 
task you can think of. Superbase version 3.01 is available 
on 5.25" or 3.5" disk formats, making it idea! for use with 
CMD's FD-2000, FD-4000 and Commodore 1581 3.5" disk 
drives, CMD Hard Drives and RAMLink. 

So if you've been looking for a powerful, easy-to-use, 
programmable database - look no further! Superbase is 
back and ready to tackle the toughest job of all — keeping 
you organized! 

DON'T MISS THESE OTHER FINE PRODUCTS FROM THE MAKERS OF SUPERBASE 




Superbase: The Book 



Superscript 64/128 



The final word on Superbase programming 
techniques from getting started through advanced 
topics. This book is filled with a plethora of hints, tips 
and practical examples. Superbase: The Book is 
required reading foranyone already using Superbase 
as well as those who are contemplating using this 
powerful program in the future. This book is a rare 
find and quantities are limited, so be sure to get your 
copy today! 



Superscript has everything you're looking for in a 
professional word processor. Its menu driven 
command structure is easy-to-use and eliminates 
the need for complicated commands. Superscript 
includes professional style editing, spell checking, 
calculator, row and column arithmetic and full mail 
merge facilities. The phrase glossary allows you to 
store entire passages of text or Macro commands 
and recall them with a key stroke. 



Creative Micro Designs, Inc. 

P.O. Box 646 

E. Longmeadow. MA 01028 



Available Irom 

Software Hut, Inc. 
313 Henderson Dr. 
Sharon Hills, PA 19079 



Software Support [nternational 
2700 NE Andresen St , A-10 
Vancouver. WA 98661 
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GaiiiL's have undoubtedly alTc'clud tliu shape of 
llieC(>!iu)iodore(i4niarkelnii)relh;in;iii)iypeof 
progniiiis. Yet, in these Ivvilijilu years of this 
phenomenally popular home computer, nearly 
e\er)' major gatue producer has moved on to 
other, more lucrative platforms. Even so. there 
remains a very real market for games — and 
luckily, there's .still a wide variety of games still 
available from a number of sources. 

The Early Years 

When the Conuiiodore 64 was )'Oung, games 
w re gc n e ra I ly prod u re ti by s m a 11 CO m pa n ies and 
individnal jmigrammers who were, like us, just 
getting to know llie exciting capabilities of the 
hot new hotnc computer from C'onunodore. 
Many had previously worked with the VIC-20, 
and there were even Mime titles ported from this 
lit lie brother of the 1)4. Hut this was truly a unique 
time in history when almost anyone with a little 
initiative anti a lot of time on their hands could 
write atid market a program. 

A number of the early programs produced by 
small companies and individuals were on tape, 
just as ivas the case with the VlC-20; but this 
changed cpiickly in the U.S. as Commodore 1541 
tiisk drive prices dropped to aiTordable levels, 
(.art ridge games, too, were initially somewhat 



popular, but otiiy. the larger companies could 
atford to produce sucii games. 

It quickly became apparent that gaming was 
the hottest new market in home entertainment, 
and small companies spECializ.irig in writing 
games for the popular computers of that era 
prospereti and gre>v at an unbelievable rate. 
Companies who developed games for the big 
arcade machines of the time (who tan forget 
Pacman, Za>Li(on or Missile Command?) began 
portingtheirgamestocomputers.Allthisgrowth 
created a cornucopia of games on the market, 
drawing more and more people into home 
comptiterownership. And the home computer of 
choice, the one with the most bang for the buck, 
was the Conuiiodore (i'i. 

TKe Classics 

This was an era that few of us who were involved 
with will forget, nor is easy to forget the games 
that just kept coming, t'ertainly I'acman, 
Defender, l-roggcr. Donkey Kong, Dig-Diig and 
Centipede belong on the list of classics thai 
showed up on our monitors, lint these were all 
'pons'; games written lor arcade machines, then 
rcHTittcn to operate on the 64. Most of the best 
games, however, ivere games written specifically 
i"orlhetJ4. 



(.>ne of the most popular early games 
specifically written for the 64 was Jtimpman. It 
was a well designed game, and combined crisp 
graphics, great sound, and responsive control. 
Not to mention the fact that the game itself was 
just plain fiin. and had so many levels that it was 
nearly impossible to get bored with it. 

The Zork .series also come.s to mind, though 
these games were ported to other machines. For 
those unfamiliar with Zork. it was a highly popular 
interactive text adventure game. Infocom, the 
maker of Zork, followed it up with a couple of 
sequels which eventually Ix'came known as the 
Zork Trilogy. They eventutilly released a wide 
range of imeraclive lexi advcniines, including 
the notable Hitchhikers Guide to the (lalaxy. If 
you've never played one of these kinds of games, 
you may not be familiar with what they are. 
interactive text adventures are not unlike 
role-playing games. You assume the role of a 
ruain character, andarepresenteilwithsitttations 
which must be worked out in order to advance or 
complete the game. Ml of this is accomplished 
strictly through text — there's no fancy arcade 
graphic displays, no joystick control — ^just the 
keyboard and you. These games can be tough, 
and can really take some brain power lo resolve. 
In the case of the Inlbcom games, there's an 
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extensive set of commands that varies from one 
game to the nc.Nt, each including some cotinnon 
commands as »'ell as some which are specific to 
the particnlar game. Irifocora's input parser — 
the roiiiiiii' used to decipher what you type — is 
part of tile reason these games were so successful; 
it was inlcllif^eul cnnngh to accept cormnands 
embedded in otlier text, such as being able to 
understand both " t^rop the baE" and " Drop ball". 

There are other games that I'd consider classics 
just due to their uiiicpiencss; Space Taxi, for 
example, was probably one of the first to include 
speech, and wnf, also a lot of fun. Kept on, too. 
shouldbeconsidered tobea classic— it was by far 
the best Defender-type game that I'm aware of 

Tiie list goes on, obviously, and one could 
proljably write a whole liook about the classic 
games. Unfortunately, our space is limited, and 
we should move on to other topics. 

Here Yesterday, Gone Today 

While the M reigued supreme for years in the 
game market, its edge slowly slipped away as 
dedicated game machines with better graphics 
and speed became available. It's quite surprising 
just how long the 64 was able to hold its ground 
against new innovations, though, .'\fierall, game 
machines like the Atari 2600 offered the 
capabilities for playing games without having to 
learn liow to usca computer — not that the t)4 was 
all that didicult to operate for the purpose of jus! 
playinggauies. Yet, many peoplehada real piiobia 
when it came to computers; a conchlion which 
still exists today to some extent. liut it look 
Nintendo's game machine to really break the (i'l's 
lead in (he home entertainment industry — long 
after the 64 was considered an obsolete prodnct. 

1 low did the (v! liold on for so long? One cim 
only guess that it was a combination of things; 
inexpensive disk-based games versus the 
cartridges, the vast librarj' of programs available 
for it. and the ability to use the computer for 
other purposes like word processing and such. 
All of these factors certainly played a role in 
placing more ()4's in homes long after anyone in 
the industry coidd have imagined. 

As l(i-bit gann' machines and computers 
p rol i fe ri 1 1 ed . t h e 64 ga m e m a r ket dv^'i n dl ed . G ;i 111 e 
makers began phasing out Commodore games as 
sales declined. Many oflhese companies got ont 
quickly, litjuidating vast numbers of packages 
they had warehoused; others continued to uffer 
current [iroducts to distributors, but put aside 
plans for fniure products. Competition in the 
game machine markets was getting heavy, and 
even the largest game companies couldn't a fiord 
to split their resources to support platforms tiiat 
didn't pay back quickly on new developments. 



Here Today, Gone Tomorrow 

Naturally it's a great loss to those of us still using 
lhe64tohavelittlenewsoftivarebeingdeveloped. 
After all, to anyone on the 'outside' snch a market 
would appear to be dead. But at this point we 
neeil to lake a little closer look at what we really 
do liave available 10 us, and gauge the inipcnlance 
of new developments. Have you noticed that the 
hot new developmentfor Nintendo's Gameboy — 
being touted on televisions across the nation — is 
I >onkey Kong? Excuse me if 1 don't gel too excited 
about that. In fact, if the games I normally see 
adverlised on television for Super Nintendo ami 
Sega Genesis are an indication of the normal fare 
for these machines, then our old 64 games are far 
cry from being obsolete. 

I should also mention that I'm fully aware of a 
few upstarts that are reportedly getting some 
newgauies ready for ihe i)'l. At least one company 
in I'jiglantl is also working on porting some oft he 
I .uropean games we've been missing here. And in 
(his issue there's a review of a new game from 
Creative Pixels. So, while wT're not l)eing 
boml)arded by a flurry of new games as we were 
in past years, there's still some chance of .seeing a 
few lunv lilies. 

But even if we don't consider any of these new 
games, my opinion is that many of the older titles 
made for the 64 are still viable today. The biggest 
problem then is in obtaining many of the ganies 
that are still around, while they're still around. 
And the fact that you're reading this article in 
Commodore World means that you already liave 
informatinn about some of the sources right in 
your hands, 

file amazing thing is just how much is still 
available. Remember those liquidations I 
mentioned a few ])aragraphs back? Well, all that 
software liad to go somewhere. 

Where to Look 

There are relatively few companies left who still 
stock Commodore software, and in some ways 
this helps cut down your search time. Most have 
some kind of catalog; call them and get one — 
they'realmostalwaysfrecandoftcn contain items 
that you hadn't thoughtyon were looking for but 
really do want. There is, afterall. a vasi luimberof 
games available from these .sources. 

Urowsing through catalogs. I saw a lot of titles 
tliat would begreal additions foranyoiu — many 
of them classics: Aerojet, Archon 2, Arctic I'ox. 
Arkanoi<i.Rarbarian. Bard's Tale. Batman. Ueaeh 
Mead, Beach Head 2, Beyond Zork, Blackjack 
Academy, Blue .Ma.x 2001, California Games, 
Chessmaster 2000. Die Hard. Dig-Dng, F-LS 
Strike liagle, F-19 Stealth Fighter, Family i'ued. 
Flight Simulator 2. Ghostbnsters, Hacker, 



Ilardball.Jeopardy, Jet,Jmnpman.lr„ Karateka. 
fast Nhija, Last Ninja 2. Leaderboard Ciolf, One 
on One Basketball, Pacman. Paperboy, Pitfall, 
Predator, Predator 2. PSI 5 'frading Company, 
(^ix. Racing Destruction .Set. Raiti Over Moscow, 
Ramho 3, Red Storm Rising, Reptoii. Rolwcop, 
Sargon 3 Chess, Seven Cities of Gold, Silent 
Service, Skate or Die, Skyhix, Sky fox 2, Spy vs. 
Spy, Stationfall, Summer Games 2, Superman, 
Tenth Frame, Test Drive. Test Drive 2, 'I'he 
Ama/ing Spidennan, Wheel of Fortune, Where 
in Time is Carmen San Diego, World Games, 
Zork Trilogy. 

1 also saw some really great prices on this. stuff, 
some selling as low as S3. 00 each! If you're into 
games, i very much recommend gelling a catalog 
from Software Support International. I don't 
believe I've ever seen a larger selection of 
Commodore programs in a single catalog, and 
their |jrices are great. Check into their 
'snperbundles' while you're at it; these include 
several titles from a given manufaclurer, all 
packaged together at a bargain price, hi most 
cases you'll get five or six games for about $10 — 
about a third of the original price of one game. 

Bearing in mind that the titles I mentioned are 
only a small sampling of whal is available in 
catalogs, you should start to get the picture — 
there's still a lot of great games lett around. 

Used Software 

If you're looking for a specific title, and can't 
locate It ill any of the catalogs, chances are new 
copies are no longer available. Some of the most 
sought-after titles, like Impossible Mission and 
Raid On Bungling Bay naturally sold out kmg 
ago. To locate such titles, you '11 have to use all the 
resources at your disposal to search the used 
market. Tit calling u few of the companies such 
as Software Support {SSI), Software 1 iut, f larvey 
a n d .'\ sso c i a t es . Co m m do re Co iin t r)' , Co m pu t er 
Bargain Store, and any others you can dig up 
phone numbers for. Most of these handle u.sed 
software, and have a constantly changing 
inventory. Some may even put you on 'call' list if 
they don't currently liave what you want. 

There are other routes for linding used 
soitware, too. Yard sales, thrift shops, your local 
newspaper — all are good resources to check. 
Classified ads won't list individual lilies. Initofien 
you 'II sec someone selling a 64 or 12H system wilh 
software, and many limes they're willing to part 
with some programs separately. 

And don't forget to cheek w ith your local user 
group, BBS's, and national networks fike GEnie, 
Delphi, and CompuServe. !f you use your 
resources well, it's only a mailer of time before 
yon find what you're looking fori "^ 
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Oncf upon ;i lijiiv, tlu' C-(i'l uirjoyi'tl inon.' t;aiin' 
tlevek)jiniciit thati iiiiy oiIilt pkiiroriii^ — iiioro 
than ApplL's, I'Cs, lUS-SO.s—aiiy of ihem. 
Soihvare coiiipanit's rotiliiiely duplicated and 
peddled I lu'irjovJaK'oniinodorc 8-bit game titles 
by llu' tens ol thousands, and you conid (Ind 
them stocked in abundance at many of tlie major 
conipntcr store chains and hook stores. 

Well, it's over a ileeade later, and there's iii> 
p rofi t ni a rg! II I e ft 1 (.' n t ice soltwa re CO m pa n ie s 1 
invest in 8-bit j^a me deveIo[)n)ent, no matter how- 
cost efilcient it is in comparison to the modern- 
day process. Vou can now eoinil on the fingers of 
one hand how many soltware companifs still 
cam- Commodoregamesoftware, and maybe on 
one thumb the number th;it are left actively 
developing for the (.'-frl. Ask tor Commodore 
game at a bookstore and they'll probably ask if 
that's a new game for t he Mae or the W . 

The Evolution of Computer Games 

Let'.s pause and relket on how game development 
has evolved, and how you, a CumnKKkire owner, 
can adapt to these changes. First, thanks to the 
advent of "game machines", the computer game 
industry has endured several radie;d ;uh1 rapid 
upheavals. 

The new procedure bea rs liltle or no semblance 
to the practice when writing Coitunodore 8-bil 
games was in vogue. Writing 8-bit code and 
documentation now seems downright effortless 
compared to tile labor reipiired to create today's 
elaborate, role-playinjj. multi-pkitform games 
that reside on tvvoCLl-UOMs with over a gigabyte 
of executable code and enough documentation 
to dwarf the Magna Charta, It's mildly unmsing 
to thinkof a :K)K game for the 8-bitters were once 
considered "large" [irograms. 

Secondly, wlulegamedevelopmeiit in the 8-bit 
sideofthings has clearly waned, the interest level 
in hasn't sullered a similar fate. Many folks just 
like yourself continually search for games, with 
no idea of what to look for or even where to begin 
looking. Forlnnalely, a lot of potentially "free" 
(or at least very reasonaljly priced) software is 
readily available in the [lublic domain. 



Shopping lor I'D games is tjuitea bit dissimilar 
to the conuiiercial market — games aren't sold 
with a booklet of documentation, there's no 
packaging, and their overall quality is typically 
less refined. On the plus side, there's the 
occasional appearance of a new game, or the 
resurgence of a goldeit oldie. The "game 
developers" in this arena usually aren't college- 
educated prograunners earning sis-figure 
salaries — they're usually college-bound kids 
holedupintheirbedronms.practicinglhealmost- 
lost art of writingand conipilingcoile by the light 
of their Commodore 1702 composite monitors. 

Finding the games these Hbii programmers 
produce is easy — provideil lliai uni'i'e got a 
modem and a on-line account. We're not referring 
tothet)-peofon-lincaccount you'd get byjoining 
a local BBS, either. To be truly elTective in the 
game of snooping out I'D games, you need access 
to one of the heavy-hit ter.s — preferably (iFnie. 
CompuServe, or lilX. Not tobeconliised with the 
much ballyhooed information superhighway, 
these indepeiideiil networks offer well- 
maintained Commodore 8-bit file and message 
areas packed with freely distributable games that 
arc still actively downloa<led. 

Without an account on any of these networks, 
you simply can't determine which is best from a 
games standpoint. To tliat end, I'll list .some 
pointers. From asheer file volumeaspect,(.i!'!nie's 
game count can't be beat. Dating back over nine 
years, iheCommodore 64/ 128 iioundtableareas 
are briimning with all manner of games. 
Ma.stering the downloading [)rocess is a cinch, 
with iielpful sysops and long-time users eager to 
jump in and help, f heir help is invaluable, since 
many of these archived files don't employ point- 
and-click decompression terhni(|ues. 

For few-er, but more unique, one-oif games, 
CompuServe is my net work service ofchoiee.Tlie 
C'ommodore areas on CompuServe aren't, IS lively 
asthoseon C.Rnie, but that's not overly ini[)ortant 
in the grand scheme of things. 

Finally, there's RIX — operated by i>el])hi. 
Originally conceived as an on-line olfshool of 
DY'Fli maga;;inc, this remarkable technically- 



oriented network was acquired by Internet- 
champ Delphi and has evolved into a BBS of near 
cult status. One unique feature of 151X is its stock 
of Commodore files, of which a small percentage 
consists of PD games. 

Naturally, 1 don't recommend joining any of 
these networks solely for the purpose of finding 
games to play on yourCommodore — the myriad 
ofotlier services they provide makes them well 
worth a little additional exploration. No matter 
where your interests lie, you won't be 
disappointed with what you find. 

Personal Notes 

While I'Dgauies tor elite PCs, Macs and .Amigas 
are no match for their freely distributable 
counterparts. Commodore 8-bit games are 
comparable in their quality to many of the 
commercial oflcrings. Unlike the open-ended 
architecture on the Hi- tind :^2-bit computers, 
lindinggamesth;iipushtheeiivelopeoflheC-ti4's 
capabilities is common. Akhough Hmited to 16 
colors, some PDgamesfbr the Com modoreS-bits 
are examples of truly inventive programming. 

I prefer to judge games i>y the level of 
entertainment that they provide. So as not to 
taimtheirusefulness.l didn't include educational 
I'D games, which I'll cover .separately in a kuer 
article. 

■fo that end, I've only included the high-action 
arcade and adventure games in my roundup. To 
be fair, the criteria used in the selection [iroccss 
was download count, originality, and play ability. 
I've compiled a list of top 20 all-time best on my 
personal list, and noted their network locations 
whenever po.ssible, .\s noted, in some cases you "11 
find them on multiple networks, 

Tim's Top-20 PD Game Picks 

Landmines: CompuSen-e (MINKS). Played from 
the keyboard, this 'IK BASIC game written l)yjim 
Kutterfield comes complete with sound eliects 
and is a lot of fun to play. It's simple, slick, and 
ivell -executed, \\'ith a goal of trying to move from 
the board's upper-left to lower-riglit without 
hitting a mine. 



Volume 1, Numbers 



22 



coNmooomwoRfj) 



Terminalor 2: CompuServe {TERMIN.BIN). 
TtriiHiiut()r2 is aiiollicr resident of CompuSene's 
Commodore Library 8 and appears as self- 
dissolvinj;ardiive. In ihisrole-playinggame, you 
art- a 'I't-rmiiiator and John Connor lias 
reproj^racmned you to gel to work clearing cities 
and kicking some bull for the Resistance. You 
move across the playing field destroying exo- 
skeletons and other bad dudes, with a watchful 
eye out for ofbooby-traps. 

Krackoul: GEnie file #7507 (KRACKOUT-PRO). 
lilX Ilk' "krakoiil.2". Scrme controversy 
surrounded this KJK game six or more years ago. 
Messages were in abundance claiming it to be a 
conmiercial game, and required immediate 
removal from all liB.Ss, Apparently, GEnie didn't 
listen, since it's still there for the taking. My 
personal experiences with it left me with the 
impression it's still arguat)ly the most level-laden 
Brickont-typegameevcrwritten for any platform. 

Tetris 128; CiEnie lile #9023 (TKTRLSSO.SDA). 
CompuServe {'fETRLS.IilN). An 80-column 
version of 'feiris 128 by C^lnis Balchelor, 'I'elris 
128 is shareware, but well worth the suggested 
five-buck tionaiion. 'I'he program features 
variable well width, variable line drop, starting 
levels, variable speeds, proportionate rotation, 
and no-drop acceleration. There's no 
accompanying music, however. If you're looking 
for a good Teiris-type game for the C-(i4. GEnie 
file number 7283 (RO'iVVnONS.SDA) is a good 
choice. 

Guardians of Mercury: CompuServe 
(GARDNS.BIN). You'll find this 59K 8-bit 
prograiiuiiing extravaganza by Steve Scotland a 
space mission of ihe first order, at least as H-bil 
olferings go. It was created with Shoot'Em Up 
CoirslruelionKil and conlains4rLles: "MISSION" 
(docs), "tiUARDlAN'S" (auto-bootcr), 
"GUARDIANS (executable) and "EVIL", an ad 
for another game by the author. 

Trafiir M: CompuSen'e (TRAFFLBIN). Found 
nowhere else but on CompuServe, this .36K 
almost-commercial C(uality archive let,syou use a 
joystick to control the traffic lights of London. A 
uni(]ue concept, to be sure. 

Megalank:C;Enierile#9.16:HMFGATANK.SFX). 
CompuServe ( M EG A'f A. B IN ). .Megatank is a ;«K 
self-dissolving archive file for the Cti4. Your 
mission, should you choose to accept it, is to blow 
up enemy tanks. Smooth-scrolling graphics and 
good sound efieets complete the action-packed 
scene. 



Smurfen: GEnie file #12578 (SMURFING). 
CompuServe (SMURFX.HIN). SMURFEN by 
C.A.W. and M. Brand letsyou, a loAdy Smurf, use 
a joystick in port 2 to run. jump and duck. Cool. 

Quest For Power; GEnie file #2900 (QUEST FOR 
POWER). CJucst For Power is a another golden 
oldie "Dungeons and Dragons"-likc adventure 
game for the C-(i4. Kids ofal! ages never tire of any 
program thai letsyou create a character, explore 
niulti[)le levels, and ward ofi" monsters. There's 
iheever-presenl magical s|)ells. gold, pits, chiUes. 
and transporters. My kind of sport. 

Explore; CompuServe (EXPLOR.BIN). Jim 
Butterfield's Explore resides only on CompuSer\'e 
and isanadvenluregamewritten entirely in Basic 
to originally fit in an 8K Cormnodore PET. While 
hardly a match for tlie sophistication of Krackoul. 
Explore is a lot of fim and the author claims it's 
written for al)out sixth grade level. One. maybe 
two objectives: don't die and get as much cash as 
you can. 

Airport 128; Clenie file #42f51 (AIRFORT- 
128.1.1iR). Make like a cigar-chomping, over- 
calfinaied. non-unionized air tralfic controller 
with your C-128. You're up in the tower at the 
world's worst airport with sweat on your bro\^' 
and the reS])onsibility of overseeing the take-ofl's 
and landings of 20 planes on time and safely. 
Fourlevels. emergency landings, and bad weather 
keep things, shall ue sa\', interesting. 

Xeropus!; GEnie file =1.351 (XEROPt'S). 
CompuServe; XEROP.BIN, Xeropus! is a 
Galaxian-iype game for C-fJ4. Nothing too 
complex here; lust [)lug a joystick into port #2. 
load 'Xeropus' and blasl away. On the dovvuside. 
the, screen scroll jumps occasionally, usually right 
in the heat of battle. What's a minor technicality 
when you're having ili is much fun? 

Startighter; GEnie file #770f) (STARFIGIFFER 
128). CompuServe (STARFI.BIN). If you're a 
C-128 80-coliMnn high-action game aficionado. 
Jerrv Whitfield's Starfighter lets you vent witli 
just the right amount of good-lime spaceship- 
blasting. The 21K archive dissolves uito a 111- 
blockfileonyoin-disk. Ilotlip:Atthemainmenu 
select 'Ciaiaxy Data' for hints on how to play, and 
more im|)ortanily. how to survive. 

Blackjack 128: GEnie file #4729 (USARTS 
BLACKJACK). Warmiip for your next trip to 
VegaswilhthisSO-columnblackjackgame. Sound 
effects included. 



Bugs: HIX ("bugs"). BIX's Commodore 8-bit file 
area plajs host to this C-64 arcade game from 
1 989. As its name implies, your goal is to destroy 
bugs with a joystick in I'ort 2. 

Wheel of Fortune: GEnie file #7514 (WHEEL/ 
F0RTI:N.ARC). CompuServe (WHEEL OF 
FOR'fl'XE.SDA) Appearing in a variety of 
assorted flavors, this version of "Wheel" let you 
bring thisTV show-replica ontoyonrC-128's 40- 
column Mode. One lo ihree |)layers win cash and 
the ;irchive includes about .'itl pu/icles. There's 
even a "PU;^Z1.1'.MAK1\'G" utility included, C-fi4 
users will wiint loget the most recent version for 
their computers: GEnie file #3765 (WHEEL OF 
F0RFUNE2.S1)A). 

Planetoids: GEnie file #3302 (PLANETOIDS). 
Mark !.. Fletcher's whiz-bang golden-oldie is still 
fresh, even today. Best described as a steroids- 
style. 8-direciional thrust, multiple-stage, asteroid 
destruction program (say that five times fast), it's 
laniiliar to many long-time users. Sound effects 
and action true to [he arcade game, you attack 
ITOs lh;U home in on your ship. 

Damsels: (iEnie file #1200 (DAMSELS). Here il 
is, sports fans — the oldest game in this roundup, 
and also the most heavily-down loaded C-64 game 
in GFiiie's vasl Connnodore 8-bit libraries. 
D.'\MSELS is a 28K archive where — )'ep, \^on 
guessed it — yon save a (knnsel in distress. Buried 
deep in the program are clues. Buried not-so- 
tleep in the description are the ke)'words;go, get. 
read, listen, look, feel, examine, unlock, start, 
kill, and climb. Ckiod luck, and good hunting. 

Pegasis: Genie file #7232 (PEGASIS.SDA). 
ComjmServe PF.GASl.BiN'. Under either file. 
Peg;isis is still the 13K jousting game known as 
Pegfisis (i4. Wjih a joystick in hand, either one or 
two players can get calloused digits quickly with 
this fast-paced gatne. 

Whirlybird: BIX ("whirlybird"). If you're ever 
had a hankeritig to shoot down helicopters, but 
didn't like the prospects of facing jail lime and 
becoming Just another number on Death Row, 
here's Just what the doctor ordered. Great fun, 
kids. <n 

On-Line Service Information 

For more information on the service 
providers mentioned in this article, 
contact their representatives at: 

CIS: 800-848-8199 
BIX; 800-695-4882 
Giuiie; 800-638-9(i36 
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Commodore 
Trivia 

Ycnrs ago, while lIu'iR'wsli'niTi'ilitorofa user group, I decided to fill somv trivin qiK'stioiis piililir domain. This seems best, as I feel this is soinelliing 

eiii[)ty iiewsletler spacf will) CoimiUKlore Trivia, to tesl the j^nsup'K tliat even I c;in do lo jjive liatk to tlie Comiiiotloreainiinuiiity. Also, (he 

knowledge. Mterdoinj^ it f'ora few issues, I was soon prouioledandliniegol qiieslions are not all my own. I ask only that tlic article remains intact and 

awayirom me. However, ill liliK^ Ideeided toreiiewandexpand theirivia unchanged, and that my information appears sornewliere so users can 

into an ongoing efVort. These resulting question.s come from myself and contact me. These (.juestions form a contest that I run on the Internet, so 

users just like you, all of varying skills, I have attempted to research each you may feel free to coiUacl meforall the relevant information. Ifyoudo use 

question [irior lo stihmission, hut I do make mistakes. My hope is that them, I always welcome a postcard detailing where they were used. Ifyoii 

everyone, including myself, learns t'rom the exchange of information that iiave a (iiiestioii. please send it (vvith answer) as well, 

theirivia creates. I have found out numerous factsahoiitthecomputersand - lijijoyl 

operationsofCommodcne though these trivia questions, and! hopeyou do Jim liraiii 

a s vvel 1 . Bniin hinDviilitiiis, lilt: 

The followingTri via Questions are my gift to theCommodoreComnmniiy 23063 Hurdand Road 

atlarge. Whileotherpartsofthisniagazinemaynotbereprodiicedwithout lliirthittd, Ml -/.ra.V 

the consent of ( reative Micro Designs, Inc., I have decided to make the briiin(a}miuLmsaLa>m (bsknid annil lidikess) 

COMMODORE TRIVIA #2 QUESTIONS 

$00,A What was tlie Code-Xame of the Amiga while in development? SOHi What does SID stand for? 

SOOli What is Lord lirilish's Heal Xame(the creatorofthe Ultima Series)? SOf 7 What does tlie acronym KEUNAL stand for? 

$()()(,■ VVh;it is the I'OKf: location and v;ilne that will fry an early model $018 Wiiat version of DOS does the 1.S71 have? 
PET? 

$019 What other two Commdore Disk Drives share the same DOS version 

$001) On die I'lus/'l and ('-Ki. the VIC chip was replaced with the TED numher as the 1^71? 

chip. What does TF.D stand for? 

$01A I low many tiles will the I.S71 liold? 
$(JOE Commodore produced a daisy-wheel letter quality printer in North 

America (maybe elsewhere) fortlie Commodore serialbus. Name it, $0111 lloivniany tiles will the I5-11 hold? 

SOOr What is the version of DOS in the 1541? SOIC What did Commodore make right before entering the computer 

market? 
soil) What is the version of BASIC in the Plus/4 and the C-lli? 

SO 1 D Connnodore introduced an ill-fated 4 color plotter. Give the model 
soil Wliat are the nicknames of the original three custom Amiga chi]>s? number. 

S0I2 Commodore produced a (i4 in a PET case. What is its name and SOIE Some formats of CP/M write disks using the MTM format. What 
model nuni!)er? does MFM stand for? 

M)\:\ CommodoresokiaImegabylenoppydiskdnveinaI.541casc.C;ive $011- On the Conundore 128, the user manual left three connnamls 
the model number. undoctnnented. One works, and theothergivesa not-implemented 

error. Name the conuuands and what each one does or does not do. 
$014 What does GCR stand for? 

$01,S Commodore prodticed a drive to accompany the Plus/4 introduction Answers to these questions will appear In the 
that wasdesignedspeeitleally for the Plus/4. Give the model number. next issue of Commodore World 
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NEW! Commodore «=» IBM MS-DOS 
File Transfer Service. Now Available. 

Don't have a 1571, 1581, or FD-2000 drive? We can transfer most 

word processing tiles lor you. Price starts at $20 for one disk 
(includes return shipping and disk.) Please, call or write for details. 



Big Blue Reader 128/64 - 4.1 

Transfers word processing, text, ASCII, and Screen Code files between 
C64/128 and IBM PC compalible 3B0K 5.25* and 720K 3.5" disks. 
Requires 1571/1581 or FD'2000/4000 Disk Drive. 

Still only $44.95 

Version 4,1 upgrade, send original BBR disk plus SI 8. 

(Bi5[eSearcli3.2 

Entire Old & New Testament text, plus an Exhaustive 
English Concordance on 7-1541/71 disi<s or 4-1Sai disks; 

700,000+ references. Includes: C64 & CI 26 programs. 

Incrodiblo five (5) second look-up lime, per/word, per/disk. 

KJV $39 I NIV $49 ] KJV & NIV $75 

C" Call or write for more information. 
Also available Online Bible Search for IBM & Amiga! 

Order by check, money order, or COO. US iundr. only. 

«■ FREE Bookrale shipping in US . No Crociit Card orders. 

Canada & Ivlexico add $4 S/H, Overseas add $10 S/H (S5 BBR) 

SOGWAP Software ^ (219)724-3900 

115 Bellnnont Road; Decatur, Indiana 46733 



FOR THE C64fiND 
C12S IK G1 BODI 



■m»1ITTTTTtT<TTTTTTTTTTTTTT 



Gnly S21.95 1 



un Graphics IllBEtiinE ! 

GRAPHICS raflCHIHE (rCdt) IS HH 'BLL- IH-OHC-. GFiflPHICS 1 




ruN _ -- 

PflOGRRdl FDR IMF C=64. !aHFlT CRN BC CBCflTCO tUHH FGin 
OHLV LimiTED BV VOIR IfflflSiNflT IDH. JUSI fl FEIU [XRfflPLtS; 

JBpit BUSIHtSS C«(1DI SICHS 



SUPPOflTS 

RIL 

CniD DRIVES 



CUSIOn LABELS 

ViaCO IITLINC. 

HEWSLETItBS 

CBLtKDflflS 



CHECKS 
OVERLflVS 

OBOCMUBEt 

LEJrcnME^O£ 

CCRTiFFCATCS 
OBCCtINC CnSDJ 



lUOBKS WITH, 

ism- 1S7U 

$. 15ai DBJUCS 1 
aS^ Gas 



rOHMS DISK EKWeLOPES 

FUH CRflPHICS (tIflCHIHE SUPPORIS imPORIIHG CRflPHtCS AND 
Hl-RFS SCflEEHS EROm fURNV POPULAR PROCflflmS IHCLUOIHG; 

KOflLfl HftHOVSCAHHCn 64 

CCOPfUHT COnfUTCB EVES 

BUHPniHT PfllNTRBS IEH 

PRIHT SHOP HCWSBOOn 

nou oCF> BBr gcoiubite 

'UIOCO BVTE II DOODLE 

EEOS SCREEKS CflH BE CflPTUflED SldlPLV BV flESElTIHG 



E SUPPORTS 1 
mULIlPLE I 
DHIIJES I 




COfUPUTER THEN LOflOIMG THE FUK OHflPHICS ITHCHIHE. 



fUH 6RflPHICS nnCHJME FULL KEVBOHFt) OUEBLflV ---J3.S0 Efl 
PLEASE STBTE COMPUTER (C6H. C12a, SX-6^) Ofi ChH IS SHIPPEO 

FUH 6BflPHiCS inflCHIHE DEdlO DISK THIS ISA PBEUIEIUOF 
liiHflT FUK GRAPHICS itlflCHIAE IS ALL ABOUT 12.00 



-*F0LL01«1HG DISKS REOUIBE THE FULL BLOIUH IfEHSiOH OF FCffl*-|4 

rem FONTS OUER 30 rOHTS IH FCd FOBdlHT 15.00 

rem CLIP ART U0L.1 OUER 200 EXCCLLEHT CflfiPHICS 18.00 

reni CLIP ART U0L.2 Ot/ER ISO EXCELLEHT GRAPHICS 15.00 

FGd CLIP ART 00L.3 OWEfl 125 GRAPHICS. THIS DISK 1HELU0ES 
CLIP CHI FOR UlEUJtNG AHO PRIHIIKC FGIH CLIP ART 15.00 

rem GRBPHics disk i 3 block p.s. stvle graphics ts.oo 

FGH CflLEHDflR TEfUPLATE OfllLV, lUEEKLV. mOHTHLV-- 15.00 

F6fn OLIOLIiV TEnFLRTE DISK (JlAKt FULL KEVDOBHD Ol/EHLHVS 
STATE COmPUTEH FOR Ol/ERLfiV TEfflPLATES OR C64 IS SENT--I5.00 
FBfTl UPDOTE DISK UB.5 UPDATES TW Ufi , « TO rem U6,S--IZ.OO 



PLEASE flOn FOB SHIPPIHG AND HANBLIHC PER ORDER 13.50 

FORCIGd DFlDEflS:FOR AIR ((lAiL ADD nODIIIOHAL AS FOLLOIDSI 
CRUftDB/niEXtCO 11.00, flLL OTHERS 15.00 

U.S. FUtlOS ONLV SDDRV NO CttnHGC CRRDS 



! The FGm Connection, P.OJos 2206, Rosehurg, DH. 97t7D 

1 FOR DORE IHFORtWTIDN CHLI. 503-673-2234 



The Complear Walt Harned! 



-^Pfv'^lL 



THE MOST AMAZING ART 
OFFER EVER! 

During LOADSTAR'S iksx ten years v^^e tiave 
been proud to publish g4 of Walt Harn ed's 
slides hows and multimedia events. Now we've 
gathered them into one huge collection: seven 
5.25 inch disks or three 3.5 inch disksl - 
and it's yours for the incredibly low price of 
S20. There are over 250 pictures in the 
collection, including some that have never 
been published. That's $20 total for the 
I greatest one-man collection of art on any 
computer platform! Don't wait! These prices 
won t last forever. 

Call LOADSTAR at: 

1-800-594-3370 

or send S20 to: 

LOADSTAR HARNED COLLECTION 

P.O.Box 30008 

Shreveport, LA 71130-0008 

5.25-inch disks order #070425 

3.5-inch disks order #070423 

•obscure ten-dollar apelling of "complete." 
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CMP HP Series Hard Prives now at their LOWEST 



HD Ssries SCSI Hard Disk Driuea ■ RAMLink Power-Backed RAM Disk 



HO-JO, 42 MB (Limited Supply).... sa7S.OO 

MEMO. 85 MB (Limllcd Supply) .S450.M 

HD-1M. 170 MB (Spsctal Edillon) S525.00 

HD-2M, 270 MB {Spflctnl Ediltan) S600.00 

HD-60(J/ 1000 S«95/S1t95 



FP Serlos a.S" Floppy Olsk Drivos 



FD-ajOO (BOOK and 1 .fi MB) S179.95 

FDjHXM (BOOK. 1.6MBand3ZMB) S249,95 

FD Real-Timo-Ciock Opfon S20.00 

BoKCl 10. Hgh Dsnsif/ Ds^s (1 6MB1 SI4 35 

Box 01 10. Enhanced Density Disks (3.2 MB) .. S29.00 



J Iff u DOS 



(SpDclly :Lompul«r end llrlvc Borifll rmmhot) 

JilfyDOS CSi'SX-O't Syslcm S43.M 

JiltyDOS C-IEWISe-DSyslam S59 9S 

Additlonnl D'lve ROM's S2.t 95 



MivcoltiinoDua HardliiVArt» 



GeoCable Coinpaliblo Prinl Cable 529.00 

S+1 Cartndge Pon Exfwndot SJS.OO 

MW-350 Prinlcr Umttiicv (OK/BK Sutler) S''9.O0,'S6O.00 

Aprotck 3-Wny Usor Porl Eipandor £30.00 

Aprotok User Porl Extonslon Cabin $19.00 

CMD'a 1361 Comiiallbic Trnckiinli S69.9S 

CMD'9 C-1351 CompollbfoSmnrlMnuao S49.SS 

Mou.se Pad S2.8S 

Samsung SP-2412 24-pla Epson-comp. PnnlBr 1199.00 
Samsung SP-0912 9-pin Epson-comp. Prinici' $143 00 

C-iaao Computer (C^Reiurb, w/JDOS) S1 99.00 

C-64;64-C Computers (CMO Refurb, w/JQOS) S75.00 

1541 Disk Drives (CMD HoIurb.w/JOOS) S75.00 

1541-11 Disk Drive (tcturt). W/Powor Supply ... SI 09.00 

C-64. G-64C Powof Supply (Ropalrabto) S39 00 

C-12BPowof Supply (HepalraWo) $45.00 



CMO Utilities S24.95 

JilfyMON-64 (ML Monitorl S1995 

Big Blue Reader V4.10 (SOGWAP] S39 00 

Ttie Compression Kit (^.fed Ntan} S39.00 



GEOS 64 v2X> S44 00 

GEOS 12ev2.C $49 00 

geoCak; 64 or gcoFita 64 S40 00 

gsoCak; 128 or geoFilo 128 545 00 

geoProflrammer 545.00 

gooPublisli 540 00 

geoChart ..„„. S2900 

Desk Pack Plus 529.00 

FONTPACK 525.00 

International FONTPACK 525.00 

geoBASiC S2O00 

RUM GEOS Companion SM.OO 

RUN GEOS Powot Pak I or II (Spacity) 520.00 

galoWny.W or 128 (Spocity Version) 529.95 

Colletlo Ulililles (Handy Geos Ultlillas) 519.05 

Perloct Prinl LQ tor GEOS (Laser-like output) S49,9S 

geoMakoBoot (Mciko 5 Boolablo copies) $12.96 

geoShell V2.2 (CLI lor GEOS) 524,95 

Dweeziis Greatest Hils (M<)wi«i:i?,siiimp..LiibH)>ifai S30.00 



GEOS PrujjrarmiK'r:; Itctercnce Guldn CALL 

Hitchtlikcrs Guldo lo GEOS $35.00 

Suporbaso • TMo Book 515.00 

Anatomy of the 1541 $12.00 

C12aCam[iutiirAiiJocl Design $12.00 

C12fl BASIC Training Guide „,.,..„ $12.00 

Commodore G4 Tricks and Tips 512,00 

Basic Compiler Design tor the C-M „ S12.00 

C-fi4 Science & Er^glno«ring ,...„„,.,....„„„*.,..... 512.00 

Cassette Book (or C-«4 and Vie 30 512.00 

Graphics Book forllio C-64 $12.00 

Primer Boc* lot the C64 ,. , $12.00 

Ideas lor Use on Your C-fl4 512 00 



MIDI Soflwara and Intorfacvm 



Sonus &4 Sequencer, MIDI Interface. Cat>le& ,.599,00 
Sonus 128 Sequencer, MIDI Interface, Cablea 599-00 



RAM Link Base Model (OK. No RAMCard) S 149.95 

RAMLinl< wtlh 1 MBRAMCard 5229.95 

RAMLink wilh 4 MB RAMCard $349,95 

Real-rimo -Clock lor RAMCard (Optionall „ , 52i0,OO 

RAMLink Battery Back-up (Optional) 524 95 

Psrailol Cabio (IWMLink 10 HD) 514.95 



Lang uag o s/CompI Ic rs 



BASIC 64 Compiler (APaais) 517.(X> 

BASIC 128 Compiler (Abacus) S25.00 

BkU! 64 Compiler (Skylesi S30.00 

BliW! 12B Compiler (Skyles) S3000 

Cobol64 (Abacus) $17.00 

Fortran 54 (Abacus) $17.00 

Pascal 64 (Abacus) 517,00 




JifNPO^ 



Productivity 



Tax Parted 54 (Free '94 Upgrade) 

Tax Ported 128 (Free '94 Upgrade) 

Pocket Writers (64) (Digital Sol.) 

Pocket Writer 3 (64 or 126) (Digital Sol.) 

Pocket Planner 2 or Pocket Filer 2(Digital Sol,) ... 

Superscript 54 (Precision) ,,,,,,, 

Superscript 128 (Precision) ., 

Data Manager 2 (TImoworks) 

Subertjuso (54 Version 3,01 (Precision) 

Suporbaso 128 Version 3,01 (Precision) 

PoworPian 64 (Abacus) 

S'.vi(tC,-irc 64 (Timeworks) 

Personal Portfolio Manager (Abacus) 

Cadpak 64 (Abacus) 

Cadpak 128 (Abacus) 

Chartpak 64 (Abacus) 

Chartpak 128 (Abacus) 

I Palnl v1.S|i2e.ao-coi,,S4KV[>C| (Living Proof) 
Port vl.54 (l!S, GO-csi,, e4K VDC) (Living Proof) 

RUN Productivity Pak 1. II, or III (Specify) 

RUN Super Starter Pak 1S41 or 1531 

RUN Works 



Increase Speed Up to 1500% while 
retaining 1 00% compatibility 

Speeds up Loading, Saving, Veril/ing, Formatting and Reading/ 
Wriling of Program, Sequential, User and Relative files unlike 
canndges which onlif speed up Loading and Saving of PRG files 
Built-in DOS Wedge plus 17 additional features including file 
copier, text dufnp, printer toggle, and redefinable function keys 
make using your computer easier and more convenient 
ROM upgrade installs easily into most computers and diskdrives. 
Supports C-64. 61C,SX-6^,C-1 28, 126-0, 1541.15410, 1541- 
11,1571, 1591 and more. 



569.00 
$79,00 
S65,D0 
570.00 
535.00 
$15.00 
$20.00 
$16,00 
S3500 
$35.00 
$15.00 
516.00 
$16.00 
$22,00 
$25.00 
51700 
525.00 
539.00 
$29.00 
$15.00 
$20.00 
520.00 




Tel«c o mm u n i c a tiorts 



Dialogue 128 $29,00 

SpeeifTertii (Abacus) S25.O0 

SwitlLink RS-232 Cartridge (Up to 38.4K baud) .. 539.95 

SwtlLink Modem Cable (DB9-DS2S) 59.95 

BOCA 2400 Baut) Modem S69 00 

BOCA 2400' w/SwrltLink and CabIS £99.00 

BDCA 14.4K Baud Modem ....5169.00 

BOCA 14.4Kw/SwtttLirk & Cable 5199,00 

Aprotek MinHi(odem C-24 (C= ready. 2400 baud) 569.00 
Aprotek MJniModem C (0= ready, 1200 baud) .... $59.00 
Aprotek Modem adapter (C= to Ext, PC Modem) $20.00 
Aprotok Converl-a-Carr[C= Modem-PC adapter) $29.00 



AcroJot 512.00 

Atomiiio S 17,00 

BallisliK Sl3,O0 

Blood Money , $15.00 

GhompI 510.00 

Conflict In Vietnam $16,00 

F-15 Strike Eagle $16,00 

Project Steallh Fighter 520.00 

L,1sor Squad $13.00 

Last Miilja II $15.00 

Mainlrame .,,,... .,., $13,00 

M a rt)le Madness .,.,.,. .,,,..,. $13.00 

Monaco $15.00 

Mavy Seal $10.00 

Red Stortn Rising $16.(J0 

Rings ol Medusa $16.00 

RUN 0126 Funpak $16 00 

RUN C64 Gamepak $16,00 

Skate or Die , $13 00 

The Amazing Spider-Man $15.00 

The ProsiiJent Is Missing! $10 00 

The Three Stooges $10 00 

Tie Break Tennis .,.,.,....,.........„,.....,..,.,., ,..,. $16.00 

TolalEdtpse StO.OO 

UlUma V (Please Specify) $17.00 




3,2 and 1.6 MB 3.5" Floppy Drives 

The FD-2000and FD-4000 diskdrives utilize 

today's latest 3.5 inch disk drive technology, 

FD-2000'S support GOOK (1581 style) and 

1.6 MB (High Density) formats, while the 

FD-4000 also offers support for the 3,2 MB (Enhanced Density) 

disk forcTial. Fast and reliable, thoy support 1541, 1571 and 1581 

style partitions. Native Ivlode partitioning and can actually read and 

write 1 5S1 disks. FD's feature built-in JiffyDOS, SWAP button and 

optional Real Time Clock. High capacity, speed and compatibility 

make the FD right for every application, including GEOS. 

Power-Backed Expandable REU 

The fastest possible form of storage. 
RAMLink provides instant access to files 
and retains data while your computer is 
turned off. Easy to use and expandable up 
to 16 MB, RAMLink utilizes the same powerlui operating system 
found in CMD Hard Drives, Unlike Commodore REU's which are 
compatible with less than 1?;. of commercial software, RAMLink 
supports more than 80% of the commercial titles, RAMLink also 
offers built-in JiffyDOS Kernal, SWAP feature, reset button, enable/ 
disable switch, pass-thru port and RAM port for REU/GEORAM use, 
RAMLink offers maximum speed, expandability and compatibility 
with all types of software and hardware including GEOS, 



SCSI Hard Drive for the C-64/128 

HD Series Hard Drives are available in 

capacities up to 1 GB, are fully paftitionable, 

and can emulate 1541, 1571, & 1581 disks 

while Native partitions utilize MSDOS-style 

subdirectories, HD's connect easily to the serial bus or parallel via 

RAMLink, Includes built-in JiffyDOS, SWAP feature and RTC, HD's 

offer superior compatibilily wilh most commercial software including 

BBS. Productivity and GEOS, And with new pricing, HD Series drives 

ofler Ihe lowest cost per megabyte of any C6'J/128 storage device. 

Shipping and Handling Charges 

Uao tho charl bolow to matcn your crdgt' sutiEctal wiih your shippirig zone and method, 
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CMD 



Creative Micro Detisns^ Inc. 



UPS coo. add 15 DO [U SJPHonlYl 



P.O. Box 646 

East Longmeadow, MA 01 028 



Payment and Delivery; CMD aocapis MC. Visa. Money Orders COD and Personal 
I i ■ IAA'^\ E,^c. nn^l Checks. Porsonni Cliocks are hold toi up to 3 weeks. Most items ars stock, coniat;t CfilD 
inio, (4 1 o) Oi^o-UUx; J iqj cuTrenl delivery schedulua Rotgms for marctiandise credit t)n1y wilhin 30 days wilh 
FstXl (413) 525-0 1 47 pnor authoiizattons. All prices and spocilications are subjoct lo chahgo without notice. 
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Need Input? It Doesn't Get Any Better Than This... 



Foryears.Commodoresetthe standard with the 1351 
Mouse. Sure, it was vastly superior to using the old 
digital input devices iike the 1 350 mouse, joysticks or 
imitation trackbails. But everything can be improved. 
Guaranteed 100% 1 351 -compatible, SmartMouse and 
SmartTrack do everything the C-1 351 does and more! 
These highly inteiligent, three-button input devices 
include a buiit-in battery-backed Real-Time Clock, 
aiong with double-click and Turbo teatures for GEOS, 
Plus, they come with a complete set of utilities for using 
the clock in GEOS and BASIC applications. Modern 
ergonomic designs make these devices smooth 
operators that are a pleasure to use. So. if you're tired 
of the slow, erratic movement of your current input 
device, make the intelligent choice and pick up a 
SmartMouse or SmartTrack today! 



SmartMouse and SmartTrack... the Best C-64/1 28 Input Devices Ever! 





Three buttons means convenience! If you're a GEOS user, the left 
button is configured as single click, ttie right as a handy double 
click and ttie center button Is the TURBO button. Wtjen depressed, 
it doubles the speed at wtiich ttie pointer moves across the screen. 
Additionally, programmers can assign their own functions to all 
three of the buttons. 

Unlike other third party mice or trackballs, the CIVID SmartMouse 
and SmartTrack trackball use the same custom gate array chip as 
the Commodore C-1351 mouse. This guarantees 1 00%compat(bility. 

Switches easily into joystick emulation mode on power-up by 
holding down the right button. 



SmartlVlouse/SmartTrack utilize the same advanced technology used 
in today's powerful 466 and Pentium PC's, providing you with 
unparalleled accuracy and smoothness. 

Built-in battery-backed Real-Time Clock automatically sets the GEOS 
clock, displays time and can be used in your own programs. 

Includes utilities disk and detailed manual explaining the utilities 
and programming information. 

Attention Lcftios! SmartMouse can be alterrcd for loft handed use. 

Don't be fooled by the old style digital "trackballs". These only 
perform as well as a joystick. SmartTrack uses analog inputs for 
greater accuracy. 



LOADED WITH 
SPECIAL FEATURES 

• Freeze Feature 

Lets you save most programs 
to disk without copy protection 

• Centronics Interface 

Use a fast GEOCABLE to 
print with most software 

BuiIMn Copier 

Make fast dfsk and file copies 

• Sprite Editor 

Create and edit sprites 

ML Monitor 

Examine all memory induding 
stack, t/0, & registers 

Biow-up 

l^ake any portion of a picture 
up to the full size of the 
screen 

Message Maker 

Turn any captured screen or 
graphic into a scrolling 
message with music 

PLUS... 

Infinite Lives Generator 

Screen Editor 

Printer Dump 
> Slide Show Maker 

... AND MORE! 



Tired of Fighting with Copy Protection? 

Having Trouble Booting Software from a CMD Device? 

Need a Back-up of Your Hard-to-Find Software? 

Then it's Time To Taice ACTION! 
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Hard Tips 



BUILD YOUR OWN AUDIO DIGITIZtR FOR USE WITH DIGIMASTER 

>S^ Monk ^eUoiM cmd CiiAii Biatt,H&i 



The Digimastei software package (reviewed 
elsewhere in this issue of Commoihre Woriif) can 
edit and play 8-bit digitized sounds on a 
Commodore 64 or 128. Digimastercomes with a 
iibrar\'orsoimds, and can also convert Amiga UT' 
sound .samples so that they can he iwed on your 
Commodore. However, if you want to sample 
your own sounds, a hardware digitizer (audio 
sampler) must be employed. Although 
Digimaster will accept input from a standard 
Amiga sampler, these devices are getting liard to 
find and a special cable is al.st> required to attach 
the satnpler to the C-ti4. As a result, we felt that it 
would be helpful to present these plans for a 
do-it-yourself, simple, loiv-cost quality sanipler. 

Important 

This project requires some dexterity and 
knowledge of proper soldering techniques. An 



error made in the assembly of the audio sampler 
can cause damage to your computer and/or the 
sampler. In no event will Conniiodore World or 
Creative Micro Designs be liable for any direct, 
indirecl,orconse{[iienlialdamagesrt'siiltingfron] 
the use or misuse of the audio sampler or any of 
the information given in this article. 

Parts 

Most of parts required for this project are readily 
availablefroni electronics supply stores, including 
KadioShack. Ilyou cannot obtain the partslocally. 
they canallheorderedfroiiiLligi-Key Corporation 
in Thief River Falls, .Minnesota. We've included 
the Digi-Kcy part number in the parts list below 
to aid you in ordering the correct components. 
The full address and phone number for Digi-Key 
and other well-known mail-order parts outlets 
are given in the "SOURCES" sidebar. 



Qty Description 

1 ADC0804 A to D conv. 

1 LM358 Op-Amp 

3 1kin/4WRes. 5% 

1 39k£2 1/4W Res. 5% 

1 33 kn 1/4W Res, 5% 

2 24kQ 1/4W Res, 5% 
1 4.3kQ1/4WRes. 5% 
1 910n 1/4W Res. 5% 
1 BZOkl 1/4W Res. 5% 
1 680 1/4W Res. 5% 

1 lOOKn Potentiometer 

2 lOuFTantilum Cap, 16V 
2 .OOluFPoly Cap, 50V 

1 47pf Ceramic Cap, 100V 5% 

1 12/24 User Port Cofin. 

1 Phono jack 

1 Perfboard, 0.l"x0.l"grid, 
v\//pads, min. size 2"x2.5" 
(Radio Shack 276-1395) 
Approx. total cost: 



IZER PARTS LIST 




Schematic 


; Digi-Key 


Approx. 


Key 


Part Numtier 


Cost/Qty 


U1 


ADC0804LCN-ND 


S 5.00/1 


U2 


LM358-ND 


.84/1 


R1, R2, R3 


1.0KQ 


.26/5 


R4 


39 KQ 


.26/5 


R5 


33KQ 


.26/5 


R6, R7 


24KQ 


.26/5 


R8 


4.3KQ 


.26/5 


R9 


91 OQ 


,26/5 


RIO 


820Q 


.26/5 


R11 


68Q 


.26/5 


VR1 


3386P-104-ND 


1 ,07/1 


01,02 


P2038 


,62/1 


03,04 


P31 02-ND 


,48/1 


05 


P4845-ND 


,18/1 


PI 


ED0305240-ND 


2.14/1 


P2 


S01133-ND 


1 .23/1 

2.19/1 
$16.93 



Required Toots 

You'll need tlic tools and supplies given in the 
following list to begin this project. ,\ll should be 
commonly avilable from local hobbyist stores. 

15 Watt soldering iron 

Rosin-core electrical solder 

Bus wire 

Wire-wrap wire and strippers 

Cutting pliers 

Needle-no.se pliers 

1/4" drill (to make a hole in the perfboard for 

the phono jack) 

Assembly 

Tliefirst thing todoistofinda clean, uncluttered, 
static-free work area. Once yon have set up your 
tools and organized the parts, yon are ready to 
begin. The first step is to solder the edgeboard 
connector(Pl) directly to the perfboard. If this is 
not possible because of the type of perlboard you 
are using, you will have to use wires to make the 
necessani' connections between the edgeboard 
connector and perlboard. 

Next, u.se the bus wire and form a robust ground 
[ilane around the perimeter of the board, 

Sources 

Digi'Kty Corporation 

P.O. Box 677 

ThkfRmr Falls. MN 56701 -0677 

l-SOO'344'4539 

JDR Microdtvices 
ISSOSmthlOtbSt. 
Sa!i,hsc.CA951l2-4I0S 
}-mO-53S-5000 

Mouscr Elatranks 
J2 Emery Ave 
Ramhipk NJ 07S69-1362 
1-800-346-6873 
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connecting it to Pins 1, A, 12, ami X ofilie cdgchoiird connector. A solid 
ground plane is a must to ensure the proper, noise-free operation of this or 
any other electronic circuit. 

Without soldering anything in place yet. arrange the remaining 
components on the pertlioard so tliat tlie distance between connections 
and components is kept toa mininnim (see layout diagram). This will lielp 
reduce noise in the audio circuit and result in cleaner-sounding samples 
later on. Once all the components are where tliey lielong, solder them in 
place, and then make the necessary eoiniections by using the wire-wra[) 
wire, follow the schematic carefully, and check your work carefully. 

You'll notice that we left P2 (the Phono Jack) olf of our layout diagram. 
It should be located close to CI , but your spechic wiring connections may 
dictate exactly where it will go. You might also o[)t to use a pliono cable 
instead of an actual jack, or mount ilieu eiuire project in a small case. 
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Using the Sampler 

Plug the sampler into the User Port, connect your audio source to the 
sampler's input (Phono jack P2), and turn your computer on. If your 
computer does not power up normally, or acts strangely, shiii it oli" 
immediately, remove the sampler and check your connections against the 
schematic. If your computer behaves normally, boot the Digimaster editor 
and trysamplingasound.KoUowtheinslructions in the Digimaster manual 
;md adjttst your audio source and potentiometer VRl on the sampler for 
tile l)est sound quality before you begin sampling, li'you liave problems 
getting any sound tlu'ough the sampler, or if the sound quality is poor, you 
may need to shut down and double cheek the audio source and your 
connections on the sampler. If all goes well on I he other hand, you can begin 
the enjoyment of capturing your own higli-(.[uality, 8-bit digital audio 
samples on your Commodore. ^ 



CW & RUN BACK ISSUES 



For years RUN Magazine provided Commodore Users 
with a great source of information and now CMD has 
given you Commodore World. Don't let this valuable 
information slip away, fill in the voids in your library now! 

RMJAN92 January/February 1 992 



RUN Magazine 



Marcli/April 1992 

May/June 1992 

July/August 1992 

Sep/October 1992 

Nov/December 1992 



Commodore World 



Volume ). Numoer i 
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Rti1MAR92 
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RMAPR88 April 1988 R'^MOV92 

RMrulAY88 May 1988 

RMJUN88 June 1988 
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RMFEB89 February 1989 CWt-2 

RMMAY89 May 1989 
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RMJUL89 July 1989 RUN Back Issues: Any 3 issues for 

RMAUG89 August 1989 512.00; Any 6 issues forSt 8,00; Any 

RMSEP89 Septernber 1989 12 issues for 324.00, 

RIVIOCT89 October1989 Commodore World; S4.95 each 

RMSPSa Special Issue 1989 

RMJAN90 January 1990 

RMMAY90 May 1990 ruN: 3 or 6 issues - U.S. S3.00, 
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Digimaster 




An iill-iitnv prognim for professing 
digital sound sn in pi us on your 
Conimodon.' (vi or 128 in (i'i riiodf. 
DigiiiKislcr uses iiuw (wlniiciuus Id 
reproduff I'ight-bil dij^it;d sovjnd 
samples, previously considered 
impossible on a 54/1.28 wiilioul 
additional hardware. I'.iglil-hit 
digiti;^edaudioissixteen limes more 
acairale that foirr-bil, and produees 
souiidwiili less noise anti distort ion, 

The package iiiikides an editor, a 
utility to convert .'\uiiga I I'I' sound 
files into a Digimaster-compatible 
formal, relocalabk' machine- 
language ]?layer modules for both 
64 and 128 modes, and sam|)le 
BASIC programs to demonstrate 
how to use digitized sounds in your 
ow-n programs. 

The Digimaster Editor is mouse 
or joystick driven, and uses an 
intuitive gntphical point-nnd-elick 
user interface with ptdl-dovvn 
menus, dialog boxes, and requesters. 
This makes the operation of the 
program a bree/e, e,spccially wink- 
editing the sound Hies. 

After the program loads, the 
screen displays a menu l)ar across 
the top of the screen, and a "scope" 
window. Til e scope \vindow con tains 
buttons for playing all or a portion 
of the current .sound Hie. A digitized 
sound file is loaded into llie])rogriim 



by selecting "fond" from the file 
menu, then choosing the desired file 
from the directory list. While the file 
rct|tiest['rvvilldisplay all files on the 
disk, only the "dlF .sound tiles can 
lie loaded. After! he sound file loads, 
I he program \v'ill display the entire 
s;nn|)led waveform in the .scope 
wimiow, A section of the waveform 
display can be highlighted (or 
"marked") for use with the various 
editing and .sotnid eifect tools. 

The lUlil menu contains .six 
selections, live of which are used to 
mani[iu!ate portions of the sample. 
The sixth selection allows you to 
clioo.se your default and "clip" file 
diskdrive, and select a low pass filter 
cutofi' frequency. The filter control 
allows you to adjust the "tone" to 
remove aliasing or quantization 
noise during playback. Aliasing 
n i se ecu rs ivh en freq 1 1 en c ies a bo\'e 
iialfthe sampling rate are present in 
the digitized .sound, truant iKition 
noise occurs when portions of the 
sound arever)' soft. 

'fhe edituig functions generally 
recjuire that you highlight a portion 
(or all) of the waveform. This is done 
by moving the [jointer across the 
waveform while holding the mouse 
or fire button down, four buttons 
on the scope window allow you to 
fine-tune the beginning and end of 
your highlighted range, 'f his range 
can then be copied or cut to the clip 
file, eraseti. or mixed with a 
previously saved clip, ll'.s also 
possible to insert a previously saved 
clip into llie current waveform data. 
The editing functions can be used to 
trim silence or noise from the 
beginning or end of the sound 



sample, or even jumble the words of 
a sentence around. It's also possible 
to create new sound samples from 
pieces of other samples. 

The Sound/lirX menu contains 
six selections. Volume changes the 
volume ofa highlighted range. This 
lets you create fade-in and fade-out 
effects, or increase or decrease the 
overall volume of the entire sample. 
It's also possible to u.sc this function 
to change the volume ofa portion of 
ihe sam])le, which may be necessary 
when overlaying or combining clips. 

Resampk alters tlie sampling i-ate 
of the entire sound sample; this can 
be used to decrease t he size of a sound 
file, and is also useful when 
combining clips of samples that were 
recorded at dilferent samplingrates. 

iUukmrnk vvill flip the marked 
range of data so that it will play 
backwards. While this feature has 
little practical use, it can be used to 
create interesting sound etll'ds. 

l.mtp Ritngf will siiii[)ly play the 
highlighted range in a continuous 
loop. 

Sample Audio lets j'ou record li\e 
sound directly into the computer 
with the help of an audio digitizer. 
The tnanual provides some 
information on obtaining and 
attaching such devices. [Alui mik the 
iumhvarc digitizer plans ehavliar in 
this, issue -Ed. | Digimaster has three 
sampling rates, labeled Slow, 
Medium and fast, which translate 
toMK, lOK, and I2K respectively. 

All in all, the sound (|uality of 
Digimastercompctcs vvelhv'ith some 
of the sound boards designed for 
newer computers, especially at the 
medium and last .sample rates. 1 



found the program's user interlace 
intuitive and easy to use, and best of 
all, 1 had it up and running very 
quickly. 

One of the best features of 
Digimaster is the ease with which 
you can use the sound samples in 
your own ii,'\SK" or MI. programs. 
This raises the status of I his package 
from a quickly-forgotten novelty 
item to a truly usefiil ])rograminer's 
tool. F.ven the novice 64 or 128 
programmer should be able to 
incorporate eiglit-bit digital soimd 
into his or her own programs with 
the supplied routines. 

1 really don't have any negative 
comments about Digimaster, 
although I'd like to see a few more 
onboard sound elfccts functions 
such as echo, chorusing, and 
Hanging. While these effects can be 
accomplished manually using the 
copy and paste editing fiinctions, 
it's difTicult and time consuming 
gettingexaclly thecorrecl delay time, 
volume, and mtmher of repeats. 
Producing a simple echo effect on a 
short sample required repeatedly 
reducing the volume of the sample. 
cutting the entire sample to a clip 
lile,loadingtheoriginalsamj>le,lhen 
overlayingtheciipat the right point. 
Hopefully, the author \vill include 
such functions in a future version. 

Another nice addition would be 
the ability to have iiuiltii)le clip files 
to ease constructing sounds from a 
number olclilfereni sanqiles. Tlie.se 
minor shorlcotnings aside, 
Digimaster is sure to please and 
amaze anyone interested in editing 
digital sounds. 

- Jotia Stmjhii) 
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A Day in the Life of a Prehistoric Man 



A Day i)i llw Ufi o/a Prchisloric Man, 
hyJ.C Hilly Pmlucliotis: SI9.!)'>: 
Creative Pixels Ltd.. P.O. Ihix 592. 
Library PA 15129. 




A Day in the Life of a Prehistoric Man 
is a bruiui new gaiiu' fur llu' 
Commodore (i4, ami gnini' players 
are sure to welcome ii with open 
disk drives and eager joysticks. 

Cave Man Mania 

A Day in the Life is presented ns a 
"Public Network Televisiot) 
Documentary" tomplete with 
wise-cracking (but lovable) host 
Salisbury Smythe. Smythe narrates 
the documentary as you guide a 
prehistoric rave man through all six 
ofliis daily events: iione Coik'cliiig, 
Dinogoober 1 innl, Save Your Mate 
I'Voni the Cave Ape, Kscnpe from the 
Pteranodons, Diamonds in the 
Rough, and a Mammoth 'IVafficJam . 
A few of these even I s wi II bring back 
fond memories of games gone by. 

Your goal is to obtain thehighe.sl 
possible overall score after playing 
consecnlively through each of llie 
six primeval events. Both your game 
scoreand the high scoreare saved to 
disk after completion of each eveni . 
/i Dfl>' />; //;c /,//(? gives you t h e [) t i ti 
of clearing ihe high score file a1 llie 
start oftliegauu', 

A practice disk is included which 
allows you to play jnsl \'our favorite 
eventsortocoricentrateon the more 
difficult scenarios without having to 
play through the entire game. 

Bone Collecting 

Your tirst mission as a prehistoric 
cave man i.s to collect as manj' bones 
as you can while dodging ravenous 
dinogophers. Ifyou'rc a rcsourcehil 



cave man and collect ten bones, a 
pteranotlon will join the clan of 
dinogophers pursuing you. 

'fhe ISone Collectijig segment 
brought liackmemuriesoii'ac-Man, 
While the maze look.^ easy enough 
to traver.sc. you'll. soon discover looks 
can be quite deceiving, 

A timer adds some diillculty lo 
tile taskofbone collecting. You'll he 
one dead cave man if (lie timer 
reaches zero before you manage lo 
collect any Ixuies. 

The toughest part of this event 
was mastering the joystick. A slight 
touch in anydirection will move you 
c[nite a distance. Master this and 
jou're on your way lo building the 
bone castle of your dreams! 

Dinogoober Hunt 

Ever wonder uiiat inspired Jack lo 
clitnbthaibeanstalk?'fo hunt down 
dinogoobers, of course! 

On your daily e.xcursion to tiieio[) 
of the local beanstalk, you llnd 
yourself amidst a llock of flying 
dinogoobers. Dinogoobers were a 
delicacy in prehisloriclimes. There's 
noihinglike barbecued dinogoober! 

Yon "re cfiuipped wil h eight stones 
to hurl ;il the Hying dinogoobers. 
You may position yourself up and 
down on the beanstalk lo find a 
convenient spol for throwing your 
slonesatthediiiogoobers.'1'hiseveul 
will [nil your distance judging skills 
lotlietesl. 

Save Your Mate 

In prehistoric limes it was ;i daily 
occurrence for your mate lo be 
kidnapped by a CaveApe, To rescue 
her, you must gather three slicks oi' 
dynamite to use against the ape. Of 
course, it's not as easy as all ihal . The 
dynamite is located in the Cave.'Vpe'.'i 
cave, and the CaveApe will hurl 
boulders ni you while yon try to 
gather the dynamile. Since you're 
carrying dynamite, you must use 
extreme caution no[ to bump inio 
anj' of the \valls ol' the cave. One 
bump, and you'll lose a life. As you 
gather more dynamile the boulders 



increase in speed. 

If you loved the Donkey Kong 
game, you'll love this scenario. This 
is one of the less challenging events 
inlheganieivhichprovidesyouwith 
the chance to rack up some points to 
heipyou beat the existing high score. 

Do you have to rescue your mate? 
The answer is YliS. Rememi>er, she's 
the one that does all of the cooking 
and cleaning! 

Escaping the Pteranodons 

Now that you've collected your 
bottes, hunted down dinner, and 
rescikxl your mate, it's time to meet 
lip with the I'leranodonsonceagain. 
This time they're cha.sing you 
through a forest fire, and fveingvou 
for their barbecue feast! 

You travel through the forest by 
moving the joystick left, right, or 
down. Ifyon move to! he lefi or right, 
you'll go continuously in thai 
direction until you move thejoysiick 
in a diiferenl direction, 

T!ie object of this level is to travel 
fiftv miles, and each time you move 
through an openingintheforest you 
have traveled one mile. Navigating 
through ail opening is difllcult u'ith 
allthel'teninodonsswariniugdown 
at you. You'll be carried liack five 
miles if one of these flying creatures 
"hlo[is" you. While avoiding the 
Pteranodons is tough enough, yon 
must ;ilso avoid the llaming walls. 

1 found this lo be one of the 
toughest events i n the game, but like 
any game, it got a lot easier with 
practice. 

Diamonds In The Rough 

Remember the saying, "Diamonds 
are a girls best friend?" Even back in 
the old days, I his saying held true. A 
cave man's mate is a bit greedier — 
she demands several diamonds a 
day. No diamonds, no dinner! 

Diamonds were located deep in 
the [irehistoric forests, and were 
guarded by the fearsome looking 
■f iberian Bats. /\syou travel through 
the forest you must dodge the bats. 

In this scenario, vou arc in 



constant motion and can only move 
up and down to avoid the bats. This 
is no leisurely stroll as you are 
travelling at a pretty hefty speed. 

Adding to tlie thftlculty is the fact 
that you blend in with the forest 
behind you, and you may lose track 
of your cave man at tinies. But it's 
either have dinner or be dinner, ,so 
you have little choice but to tough it 
out and find those diamonds! 

A Mammoth Traffic Jam 

It's been quite a tough day, and it's 
finally time to mosey on home. What 
a relief it would be ifyon could only 
find some way around this horrible 
prehistoric rush hour traffic. 

Can you imagine travelling 
through rush hour traffic whhout a 
traffic light or patrolman? Or only 
having access to a one lane highway? 
Worse yet, )'ou don't have a horn. 
,'\iid to top it all oIT, you're in the 
midst of a traffic fam consisting of 
wooly mammoths! What's a cav^e 
man to do? 

You move through the Ira flic by 
moving your joy. stick up, down, left, 
and right , but once you begin moving 
in a direction you'll continue in that 
heading until you move the joystick 
in a different direction. 

This is tlie last event in the game, 
and is fashioned after the classic 
Hrogger game. 1 found ii near 
impossible lo cross (he lanes of 
herding elephants; it helps if you 
St u dy t h e p atte rns of I he ma m m otli s , 

In Conclusion... 

,4 Day in the life is a terrific game 
I>ackedwilli Ions of laughs, fun, and 
challenges, t )ue of'tlie nicest features 
is that it actually contains six 
entertaining games all in one 
package. The bitmapped graphics 
give the game a great appearance. 
Tlieonlytiowiifalltolheeiuiregame 
are the waits encountered iietween 
each oftheeventsdueto the frequent 
disk accesses. That aside. Creative 
Pixels and J.C. Ililrj' Productions 
have another hit in their hands! 

- Sherry Freed line 
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Havy Seal 

Cosirit 




Niivv Sail li\'es up to the rigorous 
requirements of this elite Navy 
Special Warfare force. The game 
requires you to renienilier keyboard 
controls, and sonietimes recjidres 
you to use lioili jovsiick ami 
keyboard controls at tliesamc time. 
This L-an be diflk-ult. but theu life as 
a Na\y Seal is demanding. You'll 
need to remind yourself of this fact 
repeatedly as you at i em pi \o 
com])k'lc ymu- assign uieiUs. 

As a new recruit you'll begin your 
Navy Seal adventure with liasif 
Training, vvhicli consists of four 
segments: marksniansliip. an 
on I and obstacle course, an 
mulcnvalcr ohsiiicle course, and 
climbing and rajipeling. U])on 
completion uf each phase of the 
training program you receive a 
rating. And, after completion of all 
four segments, you'll receive an 
assignment based ou these 
combined scores. The training 
program may be repeatcti again to 
improve yonr rating; this enables 
youtoquality'lbrotherassignments. 
Completion of each assignment 
requires you to be (Hiiek and aleri. 
and timing [ilays a huge iiiclor. 

Navy Seal is [lackaged with a very 
attractive, well-written, eleven page 
Basic Instruction Manual. Reading 
this manual before starting to play 
the game is a definite prerequisite. 
as the manual provides you with au 



e.S[)lanati<ni of the controls ajid 
provides necessary directions for 
completing the assigmnents. The 
liasic Instruction Manual also 
provides an interesting backgroiuid 
pieceon theXau' Seal program, and 
ihccritcria for becorningaXavy Seal. 
I ffuind the grafihics and sound 
(Tiects in the \avy Seal game to be 
average. One of the tirst things to 
catch my eye was the text in this 
game: i found it hard to believe that 
the manual and game were both 
produced by the sanu/ people, 
fortunately, the te.^;l is not a key 
factor in ginne play — it simply 
detractsfromtheoveralla[.ipearance 
of the game. If you're quick with a 
joystick and possess a persistent 
nature, you'll enjo)' the challenge of 
Navy Seal! 

- Slum' Frmlliiir 



The Blues Brothers 

Tilii.s:S29.9'> 




I'll admit it right olfthebal: Ihwcihh 
ffiiiir! I'm not sure why. especially 
since I'm really very frustrated with 
it right now. I don't think il'.s just 
because it's one of those addicting 
scoot -1 he-lit tle-guy-aroimd-t he- 
levels-and-collett-things-while- 
l)0[iping-baddies games, like Mario 
lirothers. I donT usually care nuicli 
for those kinds of games — I get too 
frustrated. 1 don't think that it's 
because the gameplay is all that 
s|)itfy: it plays pretty much like you'd 



expect, [)retiy much like other such 
games. With the exception of basic 
information like how many hearts 
or records are worth what, 
docinneiitation isn't even needed. 
That's actually a good thing, since 
the single, poorly Xeroxed 
instruction sheet that came with the 
game doesn't provide much more 
than that. 

.Maybe what I do like is the Blues 
Brothers motif Oh sure. I guess it's 
all just window dressing, and that 
the little figures running around 
could look like penguins or peaniU 
binter, and it would still play the 
same.,, but somehow all the lilues 
ISrothers details help make thegame 
work forme. 1 liketowatchjakegrab 
his hat when he jumps. It's funny to 
sec him wallow through the vats of 
icky liquid and ])oke around in 
variiHis stores, alleys, vaidls, 
lactones, ;md soon that makeupthe 
game's different levels. His little 
figure even bounces when he walks 
and stops and dances a bh once in a 
while. And there's plenty to dance 
to, 'file soundlrack, featuring songs 
from llie movie itself, is great, full of 
griuigy. bluesy mehHlies and snare 
drums. 'I'lie music lakes all three 
voices on the Commodore, so you 
don't get any other sound effects, 
i)ut that didn't bother me at all. I'd 
rather hear the music. 

'fhe graphics scroll smoothly and 
are nicely detailed, although not 
t[uite as snazzy as the screen shots 
on the bo.\. Even so, they do a pretty 
fair job of capturing the feel of the 
Chicago cityscapc of the fihn. 'f here 
are pletityf)fsnrprises, ranging from 
lheconveiuional(conveyorbeltsand 
lifts) to the unusual (umbrellas to 
drop the hero more slowly) to the 
hilarious (I won't tell you what the 
birds do t<n'on). 



1 did have some trouble trying to 
select which of the Blues Brothers 1 
wanted to play. The game box 
promises simultaneous two player 
action, but suice the documentation 
covers every type of computer 
including the .Vtari 800 and 
somcthingcalledaCDC. I'm not sure 
they mean that you get this in the 
Connnodorc version. 

But all that is behind me. I'm 
frustrated with it right now. 1 fell off 
the antenna on the roof too many 
times and now 1 have to start over. 
Stui>id bird. Maybe if 1 give it one 
more shot... 

- Sltw Vtuiiicr Ark 



Island of the Dragon 

Cmitive Pixels: Si 9.95 
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The hlitrii! of the Drai^on may 
convince you that lands populated 
with prehistoric creatures such as 
Blue Dragons, Pteranodons, 
■friceratops. Dimetrodons, and 
Stegosau ruses actually do exist. 
You'll experience a science fiction 
style adveiUure as a futuristic man 
meets and battles with these 
prehistoric creatures. 

Jack Roberts and his girlfriend 
linda were flying in their aircraft 
when they encountered a tropical 
storm. After flying for a few hours, 
the plane began to sputter as it ran 
outoffiiel. Fortunately, there wasan 
island right below them, and Jack 
managed to crash land the plane. 
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The landing renders jai'k 
unconscious, and is startled upon 
awakening to find himself face to 
face with Wycorn the dragon. 
Wycorn lellsjack thatanovil V\')vein 
lU'ptilican has taken Linda to his 
fort , and lack sets oiil lo rescue Linda 
from this diabolical crealure. 

Jack must visit seven different 
locations where he combats 
prehistoric beasts to gain sSrenglh 
and items required to venture to the 
[•'ort of the Reptilican. 

My favorite site was The Caverns 
of Wyvernia where Jack is lost in a 
maze of blue dragons; he must find 
his way to a dragon egg. 

One of the sites Jack must visit is 
completely text-based, while all of 
ihe locations are in an arcade 
fashion. Jack must throw puuchcs, 
kicks, roll, and use his Swiss Aruiy 
knife to defeat th e s i n i s ter crea t u re s . 

The gamehaslittlc music orsoun d 
effects. Game play is average as 
several sites reseuible previous sites 
only with a different crealure. If you 
like a challenge this game will keep 
you occupied for quite some time — 
I've yet to beat one level! 

- Sherry Frc&Hiiie 



SWAP 

Titus; $29.95 




It's kind of hard to describe Swap. 
To say that it's a strategy game is 
certainly true, but that's not very 
helpful really. Someone told me it 
was "sort of like Tetris without 
moving." While that makes the game 
sound frightfully dull, it is actually 
not ;i bad descriplioii. It does look 
likeaTetris typeofgame, too, witha 
playing field made up of a colorful 
geometric pattern and e.xt ra colored 
shapes stacked to one side. In some 
ways it acts like 'I'etris as well; when 
you get shapes of the satiie color 



adjacent to each other, they 
disappear. You do this not by 
dropping them here and there but 
by simply swapping one shape and 
its neighbor. And. like I'etris, your 
goal is to clear the board. 

There are .some big difCcrences 
between this game and Tetris, 
differences which for me make it a 
game I will play over and over again. 
For starters, it is actually very 
possible to clear the board once and 
for all in a level, although it isn't 
required to tiiove on toanotherlevcl. 
.'\lso, there are various helps 
avadable, more or less of them 
depending on level. These uiclude a 
"bank" of extra pieces and an "undo" 
button, which is ;i lifesaver, let me 
tell you. My favorite hel|') biutoii is 
the one called avalanche; press it 
and all the pieces you've left hanging 
up on the board come dropping 
do wn where ibey get a secon d cli a n ce 
at fuiding a mate. Imagine if you 
could do that in Tetris! 

The game starts you out on level 
one, of course, although you can save 
your game and then start it up later 
from whichever level you had been 
at. When you've finished a level — 
which yotd<n(nvyou've done because 
you've accumulated eight stars on 
the scoring panel — you can move 
on. The computer figures out which 
level you qualify for based on the 
number of .swaps you made (less is 
better), how many times you hit the 
avalanche button, how many extra 
l)iecesyou brought in from the side 
of the board, and so on. During my 
first game I went from level one to 
level seven, for example. As the levels 
progress, the shapes change, which 
means your strategy must change; 
tri;mgular shapes swap dilferenily 
than square ones, ibr example. At 
some levels you are given a supply of 
credits (which show up as ingots on 
the side of tlie screen) with which 
you "buy" swaps. Every time ashape 
vanishes, you earn credits back. You 
ca u play until you caii'lalfbrd to buy 
auotherswap, Otherlevels inckidea 
time limit. There area lotoflevels, at 
le as t n i n cty a c CO rdi ng to t he m anual . 

All in all, this is one strategy game 
you won't get tired of very quickly. 



The documentation is excellent, 
including plenty of hints and 
complete instructions. There's even 
a practice mode in which you can 
design your own levels with various 
combinations of features. The 
graphics are a pleasure to look at 
and the gameplay is positively 
addicting. Titus has certainly found 
a winner here. 

■ St ere V under Ark 



Wings of Circe 

Creatwe Pixels; $19.9:1 



Escape Route 

Cmilivc Pixels; $19.95 





The introduction to Wiiiiis of Circe 
immediately captures your attention 
with ii'sstartling, but fit ting musical 
score. While viewing the story 
behind the kidnapping of Odysseus, 
you're treated to some outstanding 
bitmappedgraphicsand animation. 

Odysseus' abduction is relayed to 
Circe by a u'i/;M'd. who then 
transforms htrinto Pegastis (a tlying 
horse). This is when you assume tlie 
roleofCircc — er. Pegasus, andbegin 
the quest to rescue Odysseus. Clues 
as to tlie whereabouts of Odysseus 
are won only by successfully 
competing in four challenging 
arcade-style battles; ISattle of the 
Dragons, Attack of the llawkmen. 
Cavern of the Monsters, and The 
Skeleton Army. A victory in all four 
battles leads you to the Final tiattle 
wliereyou'll come hea<i Kdiead with 
Odysseus' kidnapper. 

The bitmapped graphics and 
sprites are excellent, and the only 
thing missing was music (though 
there are sound effects) which would 
add to the suspense of the game. 

I quickly hecameaddicted to C'/rcc, 
as 1 kept thinking, "Next time I'm 
sure I can do it!" Which reminds me, 
it's time I wrap up this review and 
find out how this game ends! 

- Sliern' Frci'dlim' 



Eseitpc Route - The Adventures of Eric 
ilmvtiiorrie, i'rirnlr lmTslif>ti!i!r will 
have you searching for your trench 
coat and magnifying glass as you 
attempt to solve the case of 
recovering the rare ACME diamond 
for the APEX detective agency, bi 
three short weeks you miisl recover 
this gem, stolen by the IceLady! You 
must catch up with the IceLady who 
has a 4000 mile head start through 
various tasks and events. 

TstYtpe lioiite VfiW take you back to 
the genre of "50s and TiOs R-Movies. 
The game is conqirised of seven 
different tasks, each represented as 
iconson themain screen. Fric (lashes 
randomly on each of the icons, and a 
press of the flrebutton assigns you 
the task lie's on at that lime. You've 
got to be {[uick and lucky to get the 
event of your liking. 

You'll encounter giggle and fear 
pro\'oking events, and other events 
whichwillrequireyourbestfighting 
and detective skills as you race to 
capture the IceLady. These events 
consist of a Piano Drop, Roulette, 
Kxpenses, Hriving, Cents, 'I'he 
IceLady 's Castle, and flat Tire. 

'I'hanks to Creatix'e Pixel's detailed 
bitmapped graphics you can't help 
but become attached to liric. fhe 
music is dclightfiil and addicting. 
Don't be surprised if you find 
yourself occasionally humming 
along to the main tune. 

Escape Route requires frequent 
disk access, but you'll soon forget 
the brief in ternussion when you are 
once again returned to the game for 
more of F.ric's antics. 

'I'ime is wasting, so put on your 
trench coat and clean off your 
magnifying glass — you've got 
yourself a case to crack! 

- Slierry Ereedlinc 



Volume 1, Number 3 



33 



COMMODORE WORLD 




Djv/rArffTEj 



mn^@ 





[ luilf iiiiLf. Not only do I hate tlie little llirr)' 
rodent kind, bui I also hate computer mice. It's 
not like I haven't tried to like either kind — my 
kids had a pet mouse for awhile; its rage took up 
spaceand it diedeven after proper care. For some 
reason each of the Commodore l.'ifjl mice I've 
had (diree ol them as a matter of fad), look up 
desk space and also died early deaths. 

When 1 heard CMD planned lo create a 
trackball which would be compatible with 
programs that were written to accommodate the 
1351 mouse, I knew I'd be first in line to be 
clamorinj; for it. little did 1 know I'd lie first to 
actually liave one to use and write about. Ves, 1 
know, it's a little unusnal wriluig a review about 
a product that's manufactured and sold by the 
same compaii}' producing the magazine. CMD 
has a long history of integrity, and 1 won't 
compromise mine or that of iheir magai^ine by 
writing a sugar-coated review, I'll report my 
findings, with both my likes and dislikes. 

Small But Smart 

My Smart i rack arrived in a small white box with 
a utilities disk and a L'sers Guide. The trackball is 
about l.'>:5x4 inches, quite a bit larger than the 
l'Vi\ mice I've used. It's light beige, blends in 
with the rest ofmy Commodore equipment, and 
looks natural on m)' desk. The ball (on the lower 
left side) is medium grey and smooth, while the 
surface ofthe whole unit is slighth' le.xtured.The 
nonskid pads on the Iwttoni keep it from sliding 
around while in use, but at the same lime allow it 
to be easily moved out of the way when not in use. 

The SmartTrack I'm using is a protot)'pc, and 
I was told to keep my inquisitive nature in check 
and not take it apart to see how it works, as the 
chrcuitry in my padicular unit was "tacked in." 
Letting my imagination get the best of me, I 
envisioned CMC's techs in the backroom usinga 
bit ofbubble gimi here and a piece of tape there to 
hold it all together — 1 can't lell you what flavor 
gum was used in this process. 

Unlike the 1351 mouse, SmartTrack has three 
buttonson the upperrighthand side. Presumably. 



to use the trackball you rest your right liand on 
front edge, and use the side of your thumb to 
control the ball; your index, middle and third 
fingers would rest on (and control) the hinions ai 
the top. In practice, I tend to use my index finger 
toconlrol the trackball— my thumb just doesn't 
seem lo be as coordinated as my index finger. 

Ci lancing through the manual, 1 foundout why 
they call it "smart." The thing can tell time. Mv 
kid's pet mouse certainly didn't have that talent! 
Using a supplied program caUed Smart -Tools — 
an icon-based time changing program— I was 
able to check the time and date preset by CMD. 1 
was a little disappointed because the battery in 
SmartTrack had kept the correct time and dale 
during shipping; thus, 1 really didn't need to 
change anything. 1 decided to set the display 
mode to ,-\M/P,\l since it defaulted to showing 
ihe time in 2*1 hour mode. 

Gi'(.)Sa[)pearstobetbeonlysoftwarecurrenlly 
capable of using the time and date capabilities of 
Smart! rack, via an autoe.xec supplied on the 
utilities disk. The manual and disk, however, 
supply very complete information, so that 
programmers can utilize all the features of 
SmartTrack in iheir software. The amount of 
documentation and source code provided is 
impressive — everything from using the clock 
chip, to programming for cither joystickor mouse 
mode is included in detail. It appears that 
SmartTrackandSmartMouseare identical when 
il comes lo programming, since both were 
designed to \w fully backwards-compatible with 
the 1351 mouse. 

SmartTracking a New Horizon 

Once I glanced through the manual and learned 
the basics: such as how the trackball (like the 
1.351 mouse) can lie put into joystick emtilal ion 
modebyholdingtheright key down while luriiing 
the computer on. 1 couldn't wait to trj' it out. My 
plan of fillack included <;i-OS. Fun Graphics 
Machine, Diginiaster, Dialogue 128, Fritzterm, 
Q\VKRR128, and any other program that came 
to mind which allows for a inou.se or a joystick. 




Runpaint, supplied on the Sjuart'l rack Utilities 
disk, was added to niy list. To be fair — and so I'd 
haveabetterexcusetoplay — I tried each program 
in every possible combination of modes. I also 
had a number ofgames in mind which 1 felt might 
be interesting to trj' with a trackball. 

GEOS 

While Itn not a heavy user ofC.FOS, 1 felt that it 
would be the logical first testing choice. Since 
CMD had included special drivers for the 
SmartTrack, 1 also wanted to give both the 
trackball and the software a fair test. Testing 
GEOS64andl28injoyslicktnotlewasnoproblein 
at all, since I didn't h.ive a mouse driver on my 
boot disks anyway. This i\'as probably the best 
place to learn to use the trackball, since it takes 
almost a difl'erent mindset in adjusting to its use. 
Unlike a joystick, the trackball needs a icn' liglit 
touch. I'nlike a mouse, which usually requires 
loirger inovemeius across the mouse pad to move 
the poituer from side lo side ofthe screen, llie 
trackball requiresaduidCnoljerky) movement to 
arhieve the same end. It took me some lime to 
learn these things, and one of my lasting 
impressions from il — once I finally caught on — 
is that Smarflrack is niit an aerobic com|)utii)g 
device. One uses very little energy lo move the 
pointer on the screen. 

In joystick mode, (iFOS and SmartTrack 
functioned better than 1 aiUicipated. 1 expected 
lo have problems with lining the pointer up lo 
items, but ihisdidn'! happen. 1 changed the speed 
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atij list men ts for thejoystick to full acceleration as 
well as slow, and in either case SmartTrack 
respoiuU'd in kind. Using geoPAINT and 
gfoVVrite. tin* moveinents and usage of tlic 
trackball were about what 1 expected. 1 didn't 
have any prol)lenis, but it didn't take my breath 
away with its precision, eitlier. Using Gl-OS with 
the .13r)l mouse driver supplied with GBOS, 
Smnrt'lraek responded with more precision than 
it did in joystick mode. 

1 then copied the ,\nloSmartTimeGF,OS clock 
utility to mv boot disk, and rebooted using the 
SmartTrack input driver supplied on the utihlics 
disk. The autoe.^ec read the clock chip from the 
trackball and automatically set the time and date 
for me. I have another CMD device with a Real 
Time Clock, and hadn't considered the clock chip 
in the SmartTrack a big deal until I saw this 
autoexec in action. I don't usually use my other 
R'rc'-c(|uipped device with Gi-'OS. so I'd been 
niissing out on tlie benefit of liaving the time and 
date automatically set. Since I'd be using 
Smari'frack with GEOS each time 1 boot. I don't 
need to worry aljout setting the limeor date with 
C;k()S again. This I like! 

I didn't notice much difference using 
SmarlTrack'sGHOS input driver — until 1 started 
taking advantage oflhemiddlebutton's "Turbo" 
mode while playing Mahjong and while zipping 
around the menus. Using the right button to 
dotd)le click on items was also a big ]>lus. 
.SmartTrackreallyshinedingcoPaint.asl'veoften 
tried usingother input devices tosirn[)ly write my 
name using various paintbrushes, finally, I've 
found an input device for geoPAINT diat gives 
the kind of drawing accuracy I've been looking 
for! Using ol her in])iit devices, such as a mouse or 
a joystick, my signature would come out looking 
like 1 had just learned to write. With SmartTrack, 
because I controlled the speed of the movement 
with the ball and could move the paintbrush in 
ver)' tiny, finite movements, my signature not 
only came out looking hke it does on paper, it 
actually looked /w'Wcr.' 

While 1 mentioned that I'm not a big GEOS 
user, 1 have toadmit that usingSmarl'1'rack made 
tlEOS a lot of lull to use. After a hard days work 
(yeah, right !)testiug tlie trackball on variousolher 
programs, I decided to have just one more game 
of Mahjong in GEOS. While te.sting SmartTrack 
with other programs, I had changed the joystick 
port the trackball was plugged into. To my 
surprise{aiKi pleasure). AuioSmarlTimewasnice 
enmigh to inform me that it coukin't fmd 
SmartTrack when I booted GEOS. I realized 
immediately that the trackball was in the wrong 
port, f his meant I'd have to turn thecomputeroff 
to change it, but 1 appreciated being informed of 



ihisbeforefiillybootingGEOSand finding! didn't 
have control over the pointer. Knowing ine, I'd 
have been scratching my head wondering what I 
did wrong instead of realizing the irackliall was 
simply in the wrong port. 

SmartTracking Other Software 

Since Dialogue 128 is one of the lew nnn-graphic 
programs that support the 1351 mouse, 1 tested 
il next. Reading the manual, I found I had a choice 
in the way 1 wanted to use the menus in tlu' 
program, depending on how 1 chose to use 
Smarlfrack. After making three different work 
disks. 1 set out to trv'all three. The first choice was 
t;EOS style menus, using the trackball in joystick 
emulation. This had me a bit concerned abaui 
using the trackball at all with Dialogue, as the 
[lointer moved painfiilly slow. The next try was 
more successful, using GrF.OS style memis with 
the trackball in mouse mode. The slowness oft lie 
joystickemulationwasapparently only a problem 
with that emulation, and the pointer now moved 
with e;ise across the screen. The third test, Amiga 
style menus, proved mure interesting, but took a 
bil of getting used to; it required holding down 
the right button until the desired option was 
higiilighted. then releasing tlie button to select 
the item. .After a few tries, il became quite easy. 
Since I'd been using a term program, I decided 
to try out QWKRR128's joystick abilities with 
Sinarfl'rack. 1 had tried using a joystick with this 
[irograin before but gave it up because it seemed 
awkward to hold the joystick and set it ck>wn to 
reply to mail. Using the trackball, however, was 
aseasyasushiganlcontrollerjoystick, alitor much 
trial and error. While Dialogue 128's joystick 
mode ivas painfully sioiv, QVVKRR128 was just 
the opposite. I soon learned to use minuscule 
movements on the trackball to read llie mail. 
Since I'd previously been using the space bar with 
thisprogram.SmartTrackwas not only quieter — 
it also saved wear and tear on my keyboard. 

Graphic Programs and Games 

Next t tested Rimjiaint in both (i-l and I j;.Hniodes, 
I'd never used this program before, aiu) found it 
offered a great deal for learning to use the 
Smartfrack. In mouse mode, it oHered the same 
precision that I had found in geoP.'\IN"l', with one 
exception^ — it required holding down the left 
button while drawing. I discovered that I could 
turn Smart Track sideways on my desk, [iress the 
button with the finger of one hand, and use my 
index finger to control the trackball and draw on 
ilie screen. Tr\' I hat with a mouse or joystick! 

Eun Graphics Machine allowed me to use 
SmartTrack in its joystick mode, but didn't allow 
me to do much in the way of drawing with it 



except in pixel edit mode. It seemetl most 
beneficial in using the menus and selecting files 
to load from disk. 

I also tried SmartTrack with a variety of games 
in joystick mode, for some games, it seemed a 
natural choice, such as in mahjong and oilier 
solitaire style games which don't re(|uire fast 
reaction. Any shoot-em-up games or other fast 
action types were less than satisfactory, and I'm 
not at all surprised. For these a true joystick is 
really the only choice. One game, Boulder Dash, 
which I hadn't played in ages, was actually very 
enjoyable with SmartTrack. I didn't judge ils 
performance based on my score, but was pleased 
to note that my score improved on the second 
and third games. It seems to me that 1 w'as 
becoming more proficient in my use of the 
trackball with each game. 

Grumbles 

Most of my complaints about Sniarfl'rack are 
ones I have about joysticks, tr;ickballs and mice 
in general. Commodore was kind enough to give 
ns/twjoystickports — which is nice (brt wo player 
games. Personally, 1 find switching which ])orl 
tile trackball is in a tedious process, made more 
so, since the computer must be turned off to 
avoid damaging your equipment. 

For 128 owners needing the computer in f>4 
mode and the trackball or mouse in joystick mode, 
this can be quite a sight for onlookers^tuming 
the computer off then on, (juickly holding tlown 
lioth the Commodore logo key and the right 
button on tlie trackball. 

A truly intelligent device, I would think, would 
plug into both ports at the same time and have a 
switch on the device itself to switch which ])ort is 
being used. ,'\notlicr switch to select joystick or 
mouse mode would be another plus. 

Do I Like It? 

Aside from these grumbles. I really can't find 
much iault with SmartTrack. It's small, fits on my 
desk without taking up too much space, its 
coloring blends with myotherequipmenl,andit 
functions better than I anticipated il woukkTlie 
price is a bit steep, but considering that it's ftilly 
backwards compatible with the Commodore 
1351 mouse rtH(/ has a built in clock chip, i think 
it's cost is justified. 

1 guess a true gauge of how much I like 
SmartTrack would be whether I could easily 
unplug it, box it up and send it back to CMD. 
With some devices(espccia!lyniiceand joysticks) 
this would be easy, and I'd never miss the tiling. 
SmartTrack, however, is another story— I don't 
wish to be without it now that I have it! 

• /.c.v Stmt^d 
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STEVE COMES UP WITH HIS MUST-HAVE' LIST OF GEOS GOODIES 



Yciii'v't' lu-iird the saying that thu only tilings in 
thislili' that are certain aredi-alh .uid taNCs. \'ly 
vvifb has luT invii version ol'thal lisl: death, taxes, 
and the iact lluit there ivill always he iini' more 
tonifiiiti'r thing that I want to spiiid nuiney on. 
She's ahsolutely right. 1 try tu lake it. try to say 
thiiig!> like, "Now I've really got the hesi s)'stem 
arotnid, hoTicy!" IStit she's not looled. She's come 
to reaiii^e tliat in this hol)hy there's always 
soinetli ing new and exciting and powerful coming 
along. ,SonH'thing that will cost a signillcant 
anuHint of'cash. 

Thiv is particularly true for the IBMcompatible 
and Mac, Jtist after the school wliere I teach put 
thoii.saiuis of dollars into a room hill of Macs, the 
new I'ower PC's came out, promising to iiuike all 
previous Mats and PC's obsolete, just when 1 
finally broke down and bought an lliM 
compatible for my home, a very expensive 
machine with a processor called a "USti," they 
came out with a "48G" — and now I can't run any 
of the really powerful new softivare. There are 
always amaidng new versions and amazing new 
programs— and they all cost amazing amounts 
of money. 

Vou might think that you're safe in the 
comfortable world of Connnodore and GEOS. 
,'\ll that high powered hypeandthosenewfangled 
gadgets priced right up there with condos and 
yachtsaren'tbuiltibrthetomniodore. lint think 
again. Tlie bad news is that the wonderful world 
of CiKOS can be a preliy expensive place. The 
good news is that, by conipari.son, you can get a 
lot of povwr for not all that mucli money. And 
vour Commodore will lie able to do a lot of the 




things that othercompiiternsershavetotakeout 
a second mortgage on their home to do. 

If you've been reading my columns over the 
years, you'll prol>ably figure you've heard this all 
before. I have written columns for other 
magazines detailing what I consider to be the 
ultinsate GfXlS system, I have talked U]) iniite a 
few products over the years, products which I 
consider essential for using GEOS. But 1 have 
changed my list slightly, taking into account some 
of the newer products, so you still might want to 
give it a look.. 'Vudilyou're still fairly new to Gi-.tlS 
and want to know to what stellar heights your 
.system can lake you for a few hundred dollars 
more, this colunui is definitely for you. 

Any serious GliOS user must he rumnng 
version 2.0. I write this column assuming that 
readers arc in fact using the upgraded version. 
The difference is striking. The advanced features 
and capabilities of the 2.0 version are well worth 



any upgrade cost you might have to incur. But 
while you're al it, you might as well upgrade to 
Cif'ClS 1 28. Okay, you might have to also ufigrade 
to a 128 computer in the process, but 1 told you 
this was going to cost a little money. Of course, a 
128 requires an 80-cohnnn monitor as well, so 
the numbers keep adding «]). Bei'ore )'ou panic, 
let me reassure you that everv'thing else I talk 
about from here on in will actually work with 
either the (i4 or 128 versions of GEOS. 1 just 
happen to love that SO-column screen, es[)ecially 
for geoVVrite. 'fhere is also a new desktop 
publishing package in the works for GEOS which 
will take advantage of the 8()-column screen, and 
tliat is one powerful piece of software you won't 
want to miss out on. 

Once you've u])graded to GEOS 2.0 (either 
machine), you're ready to talk hardware. You 
need disk drives, of course, and there are several 
tochoose from. You will need to havea 5-1 /4inch 
floppy drive since every GF.OS software product 
is available in that hntnal, and most aren't 
available any other way. Don't gel a 1541 single- 
sideti drive ifyou can [jossibly get a 1571 instead. 
The 1571 gives you access to either single- or 
double-sided disks, making it much more 
versatile. It is nice to have a drive lliat will handle 
the 3-1/2 inch disks as well, since they hold much 
more data. The 1581 is Inie. bni as long as you're 
s[)en(ling the money you migln as well get fui ED 
drive from Creative Micro Designs. This powerful 
new drive can use high-density floppy disks for 
larger storage capacity. 

Now comes the most essential piece of 
equipment for GEOS ne.xt to a floppy drive: a 
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RAM device. There are several types of RAM devices on ihe markel, some 
much better than others, but having one ol'them, even ihe lowest powered 
RED, is absolutely required. Oh, GF.OS will run without h, that's true, but 
not very well. Some of the most essential software, in fact, will not run 
without a RAM device. So if yon intetid to use your (IfOS system lor 
anythingother than ihe most basic wonl proci'ssingordrawinj;, you'll need 
a RAM device. 

There are basically two kinds of RAM de\'ices for the Commodore: ones 
that keep the information stored on them intact even when yon shut down 
your computer, and those that don't. The latter include the Commodore 
REUs and the geoRAM unit made by Ceoworks itself These are fine and 
will certainly keep your GKOS system running at top speed, lint you can do 
bet ter. The best type ofRAM device for G EOS is imdoubtedly the RAM Link. 

TIieRA-MLink isa rather large box that plugs intoyoiircartridge port. It 
can be purchased without any RAM — in which case it acts as a way to 
connect your existing REU to your computer and keep it powered. It can 
also be purchased with RAM added. When running under GEOS, a 
R/\MLink becomes a super fast and powerful RAM disk drive and also 
stores system information like a conventional R!iU so GEOS runs faster. 
You can also inchide Real-Time Clock chip wliich will automatically set 
your GEOS date and ihne when you boi>t your system, and/or a battery 
backupunitwhich will carryyourdata safely through a blackout (something 
1 wish I had herein Michigan as the summer tliunderstorm season rumbles 
through). 

.\ GEOS svivtem with several drives and a RAMLink needs a powerful file 
manager, one more capable than thedeskTop which came with your c;EOS 
package. The deskTop can't handle tlte power of the I'D drive or the 
R,\MLink's native mode RAM disks, .soyou need to look elsewhere. Creative 



COLOR 64 BBS 



THE COLOR 64 BBS SYSTEM, onG of Ihe most sophisticated BBS 
systems for the Commodore 64 computer, tias always been built to 
be functional when first installed yet completely modifyable by the 
SYSOP. Now we are proud to announce the release of version 8.0, 

the latest form of the BBS system that is popular with both beginner 
and advanced Sysops. 

In its stock form Color 64 supports: 300 to 2400 BPS; up to 38,400 
BPS with CMD's SwiflLink; Hayes compatible modems; Commo- 
dore or compatible disk drives; CMD HD Series, Lt. Kernal and ICT 
hard drives; IEEE drives; Commodore REU's up to 2 MB; CMD's 
RAMLink and MORE. A minimum of 1300 blocks of disk space is 
recommended as well as some form of disk drive speed enhance- 
ment such as CMD's JiffyDOS, Skyfes Flash Interface or fastloader. 

Color 64 also features: upload and download directories: Punter and 
Xmodem protocols: an advanced public message system; a full 
featured message editor; built-in MCI commands for message 
formatling: 40 and 80 column support; an automatic page pauser; 
Commodore graphics and color; ANSI graphics and color; Built-in 
terminal program with phone book; Built-in networking with net- 
worked mail, public messages, and file transfers. 

More information about Color 64 BBS can be obtained by contacting 
the SYSOP of the SonicTemple BBS at 41 0-285W28. You can also 
send GEnie mail to F.OGLE, Inet/Usenet mail to 
F.OGLE@GENIE.GEIS,COM or U.S. Mail to Fred Ogle, P.O. Box 
35427, Dundalk, MD 21222-7427. Send all orders via Mail, 

Pricing for Color 64 Version 8.0, a four disk set with documentation: 
thecostisS65.00, Postage/handling charges: US Mail 3rd Class add 
S2.00 (Surface), US Mail Istclass(Air) add S3.00, Priority Mail (2nd 
Day) add S4.00, Express Mail (Next Day) add SI 5.00. U.S. funds 
only, checks or money orders accepted. Canadian orders add S5.00. 
Prices and features are as of 3/13/94 and are subject to change. 



Micro Designs, the ones who sell both of those high-powered devices, liave 
released a file manager called Gateway which inclntles device drivers for 
those devices. Gateway still has a few l)ugsconnected witli large-scale RAM 
disks, thotigh 1 am told that these bugs have been nearly eliminated. 
Perhaps by ihe I imcyoti read this there will benew improved "nalive mode" 
drivers available to make Gateway Ihe lo|) coutemler. Another excellent 
choice is nuari'op3,0, available f rom James Roiibins, !i2li Eern Street, 2nd 
I'L, findhurst, NJ, DualEop is able to access all the new and powerhil 
devices as well as long as yon load it out of Gateway. 

I have run out of space for this issue. Check out CMD's advertisements 
elsewhere in this magazine for prices on the EI) drives and the RAMLink. 
And cluck iliiscolunni in our next issue lor more of What You (iotta Have 
for GEOS. 



MoHAfey. and (Ly^adide^ 

(307) 742-3275 



NEW - 128D Commodore Computers 

with Keyboard $ 195.00 

with Keyboard & Manual .., , $ 205.00 

with Keyboard, Manual and 8/9 Switch $215.00 

with Keyboard, Mati., 8/9 and JiffyDOS $265.00 

Keyboard Extension Cable $9.95 

27 Double sided Stereo SID disks $33.00 

14 Double sided GEOS Picture Disks $17.00 

17 Double sided C64 Art and Demo Disks .... $21.00 

1409 Mill Street Laramie, Wyoming 82070 



Mi MicroTronics 

Division of GEP Diversified Services, Inc. 



Authorized Commodore 
Repair 

Complete Service and Repairs on 
Computers, Monitors and Printers 

Authorized reseller for: 

Creative IVlicro Designs, Inc 

Supra Corp. 

American S'ware and Hardware 

Dielnard IVlagazine 

Microsplnere 

Great Valley Products 



"IM our 17 years of experience serve you. ' 

CALL 419-536-1455 

R&K MicroTronics 
34 Hillwyck, Toledo, OH 43615 
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litf, Mati^Uce RomJoU 




DEALING WITH CEOS PROGflAM MEMORY 



Just as with any other operating system, when wt 
write programs forGEOS, we need to know where 
lo locate the programs within the computer's 
memory. Generally, the place to load an 
application isal thc'slarl oflhc normal ap[)licalion 
space; this area begins al $0400 for Ixnli ( iliOS (i4 
and GEOS 128. 

When GHOS 128 was developed, it was 
de,signed to be very similar to the 64 version— 
thus, much of the memory layout is the same. 
Unless you're creating an application that will 
require the additional memory or specific 
capabilities found only in the 128, you need not 
be loo concerned about the differences and 
additions that were made to the 128 system. In 
fad, you won't even need to know any thing about 
the banking scheme of the 128. For small to 
moderate [Jtojecls for GliOS 128,jusi ihinkofilu' 
computer as if it were a 64 and stick to the memory 
locations that are allowed by the G4. Just so that 
you know, application programs are always 
loaded into the BANK 1 RAM of the 1 28. The 64K 
of RA M memory in BANK 1 — as used bvGFOS — 
is laid out very similar lo the cnlire 64K of RAM 
inaC-f)4. Most40-cotumn programs will run fine 
under both GfOS 64 and GfGS 128. In a later 
colunui we'll learn how to make applications that 
run in both environments take advantage of the 
1 28's 80-column mode. 

Meanwhile, your program code is perfectly 
safe as long as it resides completely within the 
area begiiming al $0400, as alre;idy mentioned, 
and does not e.xlcnd beyond S5rfF. You can 
actually go as high as $7I"fi', but witli some 
limitations, 'fhis area is often needed by GEOS 
for a very useful system function — a background 
screen. This is an area of memory where an entire 




copy of the foreground (visible) screen (or any 
]v,\v\ of il) can be kept. 'I'his area of memory 
begins al SfiDOO antl consists of 8000 bytes— the 
same number of bytes required to display a 40- 
column hi-res screen. 

By default, anything that GEOS ciraws to the 
foreground screen is also drawn to the 
background screen. By having a copy of t he screen, 
special things can l)e done such as restoring the 
foreground screen. This is most evident wiien 
ushig a program such as geoPaint , After drawing 
with any of the tools, you can clickon the 'UNDO' 
function and your most recent change will be 
removed. geoPaint is actually copying the 
background screen lo the foreground when this 
is done. So, wljen you draw in geoPaint, your 
most recent change is not reallyapplied until you 
make another change, at whicii time the 
foreground screen is copied to the background 
screen, thereby making your previous change 
permanent. 

(iEOS also uses the background screen to 



retract menus. When you pull down a menu, it is 
only drawn to the foreground screen; when you 
e.xit the menu, the area of the screen that the 
menu occupied is restored from the background 
screen. Ifyour application is large enough, or if it 
needs a buffer in memory (such as a file copier 
might need), you could use the area reserved for 
the background screen. Before doingso, you must 
make sure that GEOS doesn't attempt to use the 
background screen while your program is using 
the background screen memory. The folloiving 
code can be used to turn the background screen 
off: 

Ida #ST_tllR_FOHE 
sta ttJspBufferOn 

S'l'_VVR_EORE is a GEOS constant that equals 
$80; this constant is defined within the geosSym 
file that you should include in any assembly that 
you do (.include geosSym as sliown in Issue 2). 
The location for dispBuflerOn is also defined 
within geosSym. Before CiEOS drawls to either 
screen, it checks the vahie at dispBufVerOn. If 
only bit 7 is set, as in this example, then GEOS will 
n ly d ra w to th e fo reg rou n d s c re e n . I f "y o u wi s h to 
only draw to the background screen, you may do 
so. For this you would set bit 6 and leave bit 7 
cleared at dispBufferOn. This could be useful for 
setting up an entire screen full of data and then 
displaying it all at once to the foreground screen. 
As already mentioned, when your program is 
first loaded, the default is to have both screens 
active. Both bits 6 and 7 of dispBufferOn are setat 
this time. After you have turned either screen off, 
you can return both screens to active by simply 
setting both bits 6 and 7. The value contained at 
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dispBulTerOn should therefore be $C0. With 
geoProgrammer, the foIlov\dng code ivould do 
this: 

Ida /MST_HJR_FORElST_lUR_BflCKJ 
sta cllspBufferOn 

Since the hafiigmiiiid screen consists of 8000 
bytes, it runs from $6000 to $7F3F. Let's assume 
your program makes use of the printer. There is 
an iirea reserved for till' printer driver. It ix'gins at 
$7!Hl();uulends;it.$7l-3l'.VViicntheprinterdrivt*r 
is loaded, it will corrupt the lower area of the 
baekgrouud screen. Keep this in mind, and be 
sure to Inrn off the background screen whenever 
a printer driver is in use. 

Ift he background screen is Ijeing drawn to, the 
printer driver could also become corrupted. If 
thishappens.thecomptilerwiil, without a doubt, 
crash. Once printing is finished, you can restore 
the backgroundscrcen by copying the foreground 
screen to it, and then turning the background 
screen backon. Ifyou use the iiackground screen, 
you'll have to load the printer driver each time 
before using it; ifyou keep the background screen 
disaliled at all limes (very imconuiion). then tiie 
printer tiriver would probably need to be loaded 
only once. 



With GHOS 64, the printer driver is abvays 
loaded in from disk: GEOS 128, on the other 
hand, keeps a copy of the printer driver in BANK 
RAM, and restores the printer driver from this 
copy. 'I'o cut down on excess disk activity, you 
could make program so that it stores a backup 
copy of the printer driver in an unused area of the 
application memory uhen run under GFX3S 64.. 
Doing something like this is entirely up to you as 
the programmer, provided you have some imused 
RAM availalile for doing this. This is something 
you would decide as you develop your program. 

Copying either screen, or parts thereof from 
one screen to the other is easy. To copy the 
background screen to the foreground, you simply 
define a rectangular area of the screen and then 
call a Gf'OS Kernal routine known as 
RecoverlU'Ctangle, Likewise, to copy the 
foreground screen to the background, you would 
call the ImprintUectangle routine. The following 
code will restore the upper half of the foreground 
screen by copying it from the background screen: 



Ida #Q 
sta rZL 
sta r3L 
sta r5ll 
Ida #99 



; top Df rectangle 
; left side (lotu byte) 
; left side (high byte) 



sta r2H ; bottom 

Ida #1319 

sta r4L ; rigfit side l\ou) byte] 

Ida #]3tg 

sta rlH ; rigtit side (high byte) 

jsr FtecuuerRectangle 

For GllOS 128 operating in 80-column mode. 
this would only restore the upper left quarter of 
the screen. 

GEOS is very lieNiblc with memory usage within 
theprogramsp;ice. VVe'renol restricted toloading 
our ajjplication at $0400. It can be loaded at 
$1000. $.^)000 or wherever. In addition to this, 
our program code doesn't have to begin at the 
very^ start. You can tell GEOS to jump to any 
routine you wish after the program is loaded, 
\Vithin the header block of the file, the address 
detineti by bytes 75 and 76 ($4B. S4C) tell CillOS 
u'iiere to jump to. You don't have to knoiv the 
exact location ofyour routine. Just put the name 
(label) of the routine at this location in your 
headerlile;geofinker will take care ofthe correct 
iitldress for you. After you've worked with GEOS 
foraw4ule. yiru'll realize that when working witli 
the memory, there really isn't a great de;il lo 
retnember. 



Dependable Service for your Commodore! 

C64, 1541, C128, on571: $15.00 PLUS PARTS 



Send computor (& powor supply) 
or disk drivo witti name, address, 
ptione, & describo problem. We'll 
call with parts estimate. Repaired 
unit is roturnod to you via UPS, 
Payment con bo COD, VISA, M/C, 
or DISCOVER,, Minimum charge 
for estirnotB only is $10.00. 



Authorized Commodore 

Service Center 

Since 1979 



90 Day Warranty 

on all repairs. 

FAST TURNAROUND 



We Also Sell the Following: 



Refurfaishod; (As Available) 

C-64... $59.95 

Includes C-64 & Power Supply, 
(witliout books or TV cable) 



Refurbished: (As Available) 

1541.. $69.95 

Includes 1541, Powor Cord, & 
cable (without books or disks). 



Monitor Cable, 5-pin DIN to RCA jacks 
Serial Cable, 6-pin DIN, 6' 
Serial Cable, 6-pin DIN, 12' 
Commodore Power Supply for C-64 
Commodofo Powor Supply for C-128 
Powor Cord for 1541 
Power Supply for 1 541-11 
Newf CD-32, USA version 



5,95 

9.95 

12.95 

19.95 

39.95 

4.95 

32.50 

399.00 



TYCOM Inc. (413) 442-9771 

503 East St eet, Pittsfield, MA 01 201 

Prices subject to change. Shipping charges will bo added. 



8 BIT 

P.O. BOX 542 ._„-,. 

LINDENHURST, NY 11757-0542] [ 
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6 PAC SETS ONLY $ 5.00 
OUR MOST POPULAR ITEMS 

EachKtconiain5 6-l54I format diaks. 

1 : Assortment aDULT 6 PACS I 
AT S 10.00 
2: A<iuh Imagos 
N: Adult Images 
You must be 18 yiB. 
to receive adult sets. 
Si gnaturcReqntred I 



3: Educationa) 
4: Game* Set 
5i)eino/Movie 
6: Productivity 
7: Oeos Clipart 
8: Recipes Set 
9: Utilities Set 
A: Cliriitmas 
B:A«rt,Set 
C: Music Set 
D; ArtGafleiy 
B: GEOS Files 
F;F.GJvl.Set 
G: Games Set 
H: Hackos Pac 
LknageaSet 
J: Telecomm. 
K: Games Set 
L: Games Set 
M: Recipes 



KEYBOARD SEELS 

Protects your keyboard 
even while you type! 

064 or Vic20 #VS64 

Coimn. 64C #VSS4C 

Comm. 128 #VS12a 

S«Tc Your Commiidorel 

ONLY $19.00 



8 BIT WANTS TO WISH LOTS OF LUCK 
TO COMMODORE WORLD MAGAZINB I 

While M) many others are walking away from 
Commodore tucri. CMD hai alwxyi been there 
catting the edge orderelopcment and ropportl 



CALL M)R A FREE COPY OF OUR 
NBWCA TALOG OF 2200 + DISKS! 



(516)-9S7'IH0Moa -Fii 10 AM to SPMBSmT 
Sbippiag S2.00 iMt Item + $1.00 c*et atn item 
SoTTj BO Credit Card Qnfert or C. O.D. '» 
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STARSHIP COMBAT PART II 

NEW SHIPS, COMBAT, & SCENARIOS 
LEARN AlflUT BASIC AS M CREAIE AND FLAf 



^^ Qene, Banke,x 



Newcomers 

ill /M,S7C 'liixlimtsw'v iirv hiiildiiij';i large game named ShirshipCowhul ilifii 
sp;ins across I he l:isl Pivf isMics for I Ills year. This is theseroiui ins! all men I 
of [lie series. Slarsliip t'oiiilial is a seieiiee tielion slralegyj^aiiie wrilleii in 
Commodore liASIt' v'l. In the process of'huilding Siarsliip Cornljat, we're 
developing onr HA.SIC programming sldlls. Besi of all, we're haviiifi fun 
dningit! 

Ahliougli this column is designed for beginning liASlC programmers, 
experieneed programmers may want to follow along and review Starshif) 
Combat's advanced use oi'siiliroutines, strings, and arrays. 

What'/ Von don't have llie first installment from llie last isstie. Well, go 
out and grab a copy! Don't miss iint on the tiin. 

Notes 

StarvhipCoMibatisalargelSASlC program. As you type in StarsliipCon)bat, 
takeil onesectionatatime. Read the comments for the section both in the 
article am! in ihe BASIC text. Try logel a general idea of what ilie section is 
aeeom])lishing. See if yon can follow how the section is using its variables 
(usethehandvcharIsandvariahledelin!tionsbeiow).lfyouseean unfamiliar 
BASIC statcmen[, take a quick look at it in your BASIC manual. If you are 
.still fonhised, move on to llie next section; often the nest section helps 
ex|)lai!i llie previous one. 

On a final note, UACKUI' your work freijuently. Don't allow a massive 
bolt of lightning to tiestroy hours of work — or yotir sanity! 

Combat 

In this issue, vve'll focus on Starship Combat's combatsystem. We'll alsodo 
afairamonnt ofworkon the game's initialization routines. fSefore we begin 
programming, let's take a look at the game's ship tj'pes. 

The SliipType Cliart contains the specifications for botli the I'nion and 
Alliance Marshij) lleets. With a little work, this information will fit nicely 
into the TVS and fV% arrays we created in the last issue. Wc also need to 
expand the number of fields in the Active Ship List array SI.%. 

Notice that itiereare four new fields since theiastissneCfieldssixthrougli 
nine). These new fields will help us track the status of a ship's .shields and 



superstructure, as well as the number of torpedoes remaining on board. 
We can hnd addi[ional information on a ship in the Active Ship List by 
referencing llie ship type arrays 'I'VS and 'fV% as follows: 

TYS(St,%(SH,0)) NameofshipSHinlhsActivoStiipList 

TY%[SL%(SH,0),y) Field (y) ship type data for ship SH in tho Active SKip List 

for example: TY%(Sl%(2,0),6} gives us the initial number of torpedoes 
carried by the third ship in the Active Ship List. 

There are a number of weapons available in Starship Comljat (see the 
weapons charts). As you can see, we have two classes ofweapons: phasers 
and torpedoes. Phasers are beam weapons and are limited only by the 
number of energy units you have on board. Torpedoes are projectile type 
wea])ons. Due 10 llieirlargesize.starsbipscarr)' only a limited nnmber.I'he 
Union torpedoes are the most advanced, 'fhey are just as eifeclive at both 
longandshort ranges, and recjuireliltlepowerKdannch, Alliance tor|)edoes 
use a din'erenl technology. The shredders are composed of hundreds of 
small projectiles which spread out as they travel, and hence do better 
damage short range than long. Tlie plasma weapons damage similarly 
since they hurl wicked balls of plasma which dissipate as they travel. 
Although the plasma weapons can cause heavy damage to an opponent, 

Active Ship List 

SL%(SH,0) snip lype [0-9] 

SL%(SH, 1 ) Ssclor number where ship is located [0-99) 

SL%{SH,2) X Coordinate of ships location in ihe current sector [0-9] 

SL%[SH.3) Y Coordinate of ship's location in the current sector [0-9] 

SL%(SH,4) Current number of movement points available 

SL%(SH,5) Amount ot energy unils remaining in ttio ship's reserves 

SL%(SH,6) Number ot damage units the ship can absorb wilhout damaging ils 

superstfucturs 

SL%(SH,7) Ngmberofdamageunitsthatcanbeabsorbedbythaship'ssuperstruclure 

SL%(SI-I,8) Number ol torpedoes availabie 

SL%(SH,9) ShipnumberI0-2'l]usedforiDpurposoE 



# TYS Name 

TYS(O) tJN Scout 

1 TyS(1)Ut>JL-Dest 

2 TYS(2) UN Destroy 

3 TYSO) UN Cruiser 

4 TYS[4) UN Battle 

5 TYSIS) AL Hunter 

6 TYS(6) AL Destroy 

7 TYS(7) AL Fngate 
a T^S(8)ALLCruise 
9 TVS(9) AL HCruise 



MP 
TY%(x,y) (0) 

TY%(0.y) 3 
TY%(1,y) 4 
TY%(2,y) 4 
TY%(3,y) G 
TY%(4.y) 5 
TV';o(5,y) 3 
TY%{6,y) 4 
TY%(7.y) 5 
TY°.(e.yl 7 
TY%(9,y) 6 



Pwr Shid 

(1) (2) 

SOO 50 

750 ao 

850 100 
1000 200 
1250 225 
480 40 
725 75 
800 90 
900 ISO 
1 100 200 



Sup PH 
(3) (4) 

65 



100 
140 
300 
SOO 
50 
100 
150 
250 



SHIP TYPE CHART 

TP «TP Item List 

(5) (6) (7) (8) (9) (10) Entry 

5 5 X X MP 

e X Power 

4 5 ShId 

5 6 
5 6 



400 6 



15 
14 
24 
24 

2 

8 
12 
10 
10 



Sup 

PH 
TP 

DTP 



ARRAY DEFINITIONS 

Definition 

Number of movement points available per round 

Maximum energy units the ship can relain 

Maximum number of damage units the ship can absorb without damaging Its 

superstructure (hull) 

Maximum number ol damage units that can be absorbed by Ihe ship's 

superstructure 

Phaser weapon type (using the Phaser Type Chart below) 

Torpedo weapon type (using the Torpedo Type Chart twtow) 

Number of torpedoes carried on board 



Item List List of additional items on board the ship (used In later Issues) 
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they coiisuiiH' ;iii incredible amount of energy. 3 The Dual 
The dissipation of the shredder acid plasma 
torpedoes is refietted by the Taper field in the 
Torpedo Ty[K' Chart. 

We need to create some new arrays for the 4 Armageddon 
weapons. As belbre, we will use integer array s (b)' 
using the % following the array name) to save as 
much variable space as possible. In BASIC, 
integers consume two bytes each and real 
numbers consume live. 

You'll fnid ihe ai)|)ropri;)te array names listed 
in the charis. The game's inilialii;alion routines 
set u[) the arrays just as they are found in these 
charis. 



A large enemy battfe group 
has been detecled in the area; 
a worthy matcti for your highly 
decorated battle group. 
The largest battle groups ever 
assemtiled face off in all out 
combat. 



These scenarios are represented by a collection of 

D.AT.-X statements in tlie i;ame*s initialization 
routines. Each ship in a scenario is represented by 
four values in a HATA statement. For example: 



Scenarios 

For enhanced game play, this issue of Starship 
Combat offers four dilferenl combat scenarios. 
Like the last issue, the Active Siiip fist array SL% 
represents all olllie active ships in the game. Last 
time we had only one set of data for the ship list. 
Noiv we liave four dilferent sets of data which 
represent each of lire scenarios. 

# Scenario Notes 

1 The Sv^eep Your small battle group is 

assigned toclearthe local area 
of onemy vessels. 

2 Seek & Destroy Seek out any enemy vessels 

in the area and engage. 

PHASER TYPE CHART 

Power lilP'a Damage 

n Name PH%(x,y) (0) (1) (2) 

Light Pulso PH%{0.y) <l 2 ID 

1 Pulse Mark 1 PH%(1 .y) 5 2 15 

2 Pulse Mark II PH°i(2.y) 8 3 25 

3 Multi-Pulse PH%(3,v) 12 3 40 

4 DIsruplor PH%(4,y) S 2 IB 

5 Disruplor-T PH%(5.y) 7 2 26 

6 Phase Inducer PH%16.y) 10 3 38 

TORPEDO TYPE CHART 

Power MPs Taper Damage 

# Mame TP%(x,y) (0) [1) (2) (3) 

Stinger TP%[0,y) I 1 25 

1 Harpoon TP%(1,y) a 2 50 

2 Harpoon HD TP%(2,y) 5 2 100 

3 Shredder TP%(3,y) 3 2 2 30 

4 Shredder II TP%{4,y) 5 3 3 50 

5 Plasma LT TP%{5,y) 25 4 10 150 

6 Plasma XT TP%(6,y) 50 5 ZO 400 

Power Numberot energy unllsttie weapon consumes 

per use 
MP'S Number of movement points required to use 

this weapon 
Taper Number o( damage points this torpedo loses 

per square of travel 
Damage Number o( damage points this weapon inflicts 

upon lis target 



DATA 3,25,4,3,1,40,2,2 

This statement has two ships listed in it: a ship 
t}'peof(Ji) located in sect or (2r>) at the coordinates 
of{4,.'l) .'\ND a ship type of (1) located in sector 
(40) at the coordinates of (2.'!). The IIA'IA 
stalejnentsuse the vahieof(99f)) to represent the 
end of a scenario's ship list AN'D the value of 
(1 000) to represent the end of al I scenario related 
DATA statements. See if you can follow how the 
routines use these values to skip scenarios. 

Additional Information 

The rest of the substantial changes can be found 
in the process Union slii[) turn routine. The 
routine is well documented in the program listing. 
After you enter the ciiatiges to .Starship Combat, 
you'll be able to blast Alliance ships with your 
new weapons. In the next issue we'll concentrate 
on bringing the Alliiince up to speed (phis a few 
new surprises). 

For your convenience, a list of the important 
variable definitions is included below. The new- 
variables are in bold text. YouTl also find 
comments on the new seel ions of code, 

IMPORTANT VARIABLES 

NT Number of ship lypes available 

UT Number of union ship types available (union stiip 

types must be first in Ihe TY arrays). Used to detect 

whether a ship is from the Union or Alliance. 
TF Number o( fields In the TVS and TY% arrays 
TVS Ship type name array 
TY% Ship type statistics array 
NP Number of phaser types 
PH% Phaser type array 
TS Number ol torpedo types 
TP% Torpedo typo array 
SP Scenario pointer (ueod to Indlcale the selected 

scenario) 
SK Skip counter (used for skipping unwanted 

scenarios) 
NS Number of ships that are alive (in the Active Ship 

List) 



NU Number of Union ships Ihnt are alive (In the 

Active Ship List) 
SL'^i The Active Ship Ust array conlaining the cunent 

status of each ship 
OP Number ol options available in mam menu 
OPS Array of possible commantJ characters 
SAS Initialization sinng for slalus area 
DAS Initialization string for options area 
f*(AS Initialization string for notes area 
SH Current ship in the Active Ship List 
MP Movement points available for the current ship 
PW Number of energy units remaining for Ihe current 

ship 
XX Xcoordinateforlhecurrontship 
XY Y coordinate for the current ship 
XZ Sector number for the current ship 
DM Amount of damage points the wcEipon will inflict 
RM Required number of movement points to fire the 

weapon 
RP Required number of energy units to fire the 

weapon 
TG Active Ship List number of the targeted ship 
SB Shield strength of the targeted ship 
TL Number of torpedoes left on the firing ship 

MAIN PROGRAM 

(Ni'iv/ihiiii^i'il mrtiims simr tlif hist issuf) 
fines 100-199 (setup main game k)0[)) 

- Comments now say "starship combat part ii" 
fines 200-299 (main loop for the i^ame) 

- N'ew checks to determine the wiimer ol the 
game 

fines 300-399 (all Alliiince shi[)s are destroyed) 

- Tell player ail Alliance ships have been 
destroyed 

- .'\s k pi aj'e r i f h c/s h e w i s h es to pi ay again 

SUBROUTINES 

(Neu'/cluiiiiial urlimis .siiiir lln- liixl ixMif) 
lines 10400-1 0999(game initialization routines) 

- Lines 10400-10499 sets tij) the expanded ship 
tipe arrays TVS and TV''u 

- Lines 10500-10599 sets tip the new phaser 
type array PH% and torpedo type array TPJfi 

- Lines 10t)00-10(iy9 creates liie strings SAS. 
0A$, and NA$ (same as the last issue except 
relocated) 

- Lines 10700-10799 get the desired scenario 
from the user 

- Lines 10800-10949 sets up the expanded Active 
Ship List array SL% based upon which scenario 
the user selected 

- Lines 10f!5(l- 10999 sets up the coimnaiul 
character array ()P$ {same as the last issue 
except uses a better method and is rek)cated) 

Lines 11 400- 11 699 {update status aiuitnap area 
for current ship) 
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- Lines 1 MOO- 1 1 ■15)9 no longer uses MP and has a few additional print 
stalertiL'nis for the new fields in the Active Ship List 

- Lines 1 1500- 11 599 ship ID letter is now calculated using a new field in 
the Active Ship List so thai ship ID letters will not change after a ship is 
(I cs I roved 

LineU 1800-11 !)9!l (kill shi])) 

- u[Kialed so ihal il copies ihe new fields in ihe Active Shi[) Li.si (fields six 
ihrongli iiiiu') 

Lines 20000-24999 (process union ship turn) 

- Lines 20075-20199 has two new jump [loints for firing phasers and 
torpedoes in tiic ON GO TO statement 

- Lines 20700-20799 updated to support the changes in the update status 
rouline; no longer uses MP and uses the new metliod for determining the 
ship number 

- Lines 20900-20999 fire phasers routine (sets up variables RP, RM. DM. 
and 11, for the general firing rouline) 

- I.iues 2 1000-2 1 0i)9 beginning of the general firing rouline (checks if the 
ship Ikis enough niovemeni points Ks fire Hie weapon) 

- Lines 2 1 100-2 1 1 !)!) gel the target from the user and make sure it's in the 
same sector (sets TG on success) 

- Lines 21200-2 1299 inflict damage on the target and if necessar)' kill it 

- Lines 2 1 :^00-21399 update the ship's statistics to reflect the discliarge of 
the weapon 

- Lines 21400-21499 fire torpedo routine (sets up variables like the fire 
phasers routine then enters the general firing routine at 1000) 

Entering the Program 

Belore yon eiUer ihc lines presented in this month's installment, you 
should load and run theCHK-LlSTutility presented elsewhere in this issue, 
'fbcnumlx'rs that appear along thf left side ofihe listing are tile CI I K-LIST 
values. Once you have ("1 IK-LIST loaded and ready, you should load your 
saved copy ofStarship Combat from the last issue. This listing in this issue 
only includes lines which have been added or changed, rinally, before you 
start typing in the new lines from this issue, there are four lines from last 
issue's version which have been deleted. You may remove these by typing 
the line nundwrs. one by one. following each with a press of the RimiRX 
key. The deleted lines are: 

10590 

10595 
10630 
11425 

After you've deleted these lines, type in the new and eluuiged fines listed in 
this issue, lie sure locheek your results with CI IK-LLST, and save your work 
often to guartl against unforeseen data loss. ^ 



PROGRAM LISTING 



STARSHIP COMBAT 


10CB 


115 rem s warship combat part ii 




7 4.a.B 


215 nu=0:fori=0tons-l: ifsl%(i,0) 
u=nu-^l 


<uttheim 


820E 


220 next 




') 3 yy?. 


225 gosubll000:i=fre(0) 





STARSHIP COHBAT (roll/, J 


F31S 


230 : ifnu=nst:hen300 


A239 


232 '. ifnu=0then400 


4952 


233 : sh=999:mp=0 


5291 


300 rem- 


C026 


305 rem all alliance ships destroyed 


4936 


310 rem- 


103E 


3X5 gosubll200 


42CC 


320 print "All Alliance ships have been" 


315C 


325 print" {CRSR RT) destroyed, {2 SPACES)Y 




ou have won . " 


68B1 


330 goto425 


926E 


10430 nt:=10:cit=5:tf=ll 


0279 


1043 5 diintyS[nt-l) , ty% (nt-1 , tf-1} 


05D4 


10440 Eorxi=0tont-l:readty$ (xi) ;forj=0to 




tf-1 :readty%{xi, j ) : next; next 


D2EC 


10445 data "UN Scout", 3, 500,50,65, 0,0, 5, 




0,5,999,999 


7263 


10450 data "UN L-Dest", 4, 750,80, 100, 1,0, 




15,0,2,6,999 


13E2 


10455 data "UN Destroy" , 4 , 850, 100, 140, 1 , 




1,14,0,3,4,5 


C95C 


10460 data "UN Cruiser", 6, 1000,200,300,2 




, 1,24,1,3,5,6 


FD71 


10465 data "UN Battle", 5, 1250,225, 500, 3, 




2,24,1,3,5,6 


1A9F 


10470 data "AL Hunter ",3,4 80, 40, 50, 4, 3, 2 




,0,2,999,999 


D33e 


10475 data "AL Destroy" , 4 , 725 , 75, 100, 4 , 4 




,8,0,4,999,999 


2F27 


10480 data "AL Frigate' , 5, 800, 90, 150, 5, 4 




,12,1,4,7,999 


ElAD 


10485 data "AL LCruise" , 7 , 900, 150, 250, 6, 




5,10,1,3,4,5 


B083 


10490 data "AL HCruise", 6, 1100,200,400, 6 




,6,10,1,3,5,999 


1C76 


10505 rem setup weapons list 


0007 


10515 np=7 :diinph% (np-1,2) :rem phasers 


FE58 


10520 forxi=0tonp-l;forxj=0to2 


2C8B 


10525 : readph%(xi,xj) 


75C7 


10530 next ;next 


53 2 H 


10535 data 4,2,10,5,2,15,8,3,25 


DC14 


10540 data 12,3,40,5,2,18,7,2,26 


852A 


10545 data 10,3,38 


b7 3 6 


10550 ts=7 rdimtp% {ts-1,3) :rem torpedoes 


DBCA 


10555 forxi=0tonp-l: forxj=0to3 


838D 


10560 : readtp%(xi,xj) 


47F8 


10565 next :next 


A14C 


10570 data 1,1,0,25,2,2.0,50 


91D3 


10575 data 5,2,0,100,3,2,2,30 


281B 


10580 data 5,3,3,50,25,4,10,150 


CE35 


10585 data 50,5,20,400 


F6FC 


10600 rem- 


835B 


10605 rem setup string variables 


ED5B 


10610 rem- 


A688 


10615 sa$="{H0ME}{5 CRSR DN}{CRSB RT) {RV 




S ON) (LGRY)" 


D306 


10620 oa$="{H0ME>{5 CRSR DN}{23 CRSR RT) 




(RVS ON) (LGRY)" 


4BF6 


10625 naS="{H0ME}{18 CRSR DN) {CRSR RT}{R 




VS OFF) CWHT)" 


3C0D 


10700 rem- 


4282 


10705 rem get scenario 


27AA 


10710 rem- 


6CB7 


10715 printoaS "Select combat" 


SFE0 


10720 printoaS"{CRSR DN)scenario: " 


1E25 


10725 printoa$"(3 CRSR DN)(l)The Sweep" 


5733 


10730 printoa$"(4 crsr dn) (2)Seek&Destro 


3710 


y 

10735 printoa$"[5 CRSR DN)(3)The Dual" 


B3AC 


10740 printoaS"{5 CRSR DN) (4) Armageddon" 


CA8C 


1074 5 getxx$:ifxx$=""thenl0745 
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STARSHIP COMBAT (coal.) 




1 ;:v J ,■' ~;<=asc (xxS ) -asc { ' 1 " ) 


E85D 


10755 ifsk<0orsk>3thenl0745 


7E5A 


10760 printoa$"{8 CRSR DN}Hold on..." 


B4F7 


10800 rem- 


8361 


10805 rem setup ship list 


B4F7 


10810 rem- 


DA7 5 


10815 dimsl%(24,9) 


77D0 


10820 ifsk=0thenl0835 


CBD7 


10825 : readxt:ifxt<>999thenl0825 


62DC 


10830 sk=sk-l:gotol0820 


1916 


10835 readxc ; ifxt=999uhenns=sk :gotol0B50 


9D8A 


10840 : Bl%(sk,0)=xt 


AAC5 


10842 : forxi=lto3 :readsl% (sk.xi) ;next 


A8CB 


10844 : forxi=5to7 :sl%(sk,xi)=ty%(xt,xi- 




4 ) : next 


9988 


10846 : sl%(sk,8)=tY%(xt,6) :El%(sk,9)=sk 


3E04 


10848 : sk=Bk+l:gotol0835 


C826 


10850 readxt : ifxt<>1000thenl0850 


912B 


10852 rem scenario 1 


5B59 


10854 data 3,25,4,3,1,25,2,2,1,25,6,2 


AF'IJ 


10856 data 5,35,4,4,5,44,4,4,5,45,4,4 


53D5 


10858 data 6,55,3,4,6,55,5,4,999 


810A 


10860 rem scenario 2 


C921 


10862 data 0,43,4,4,0,53,4,4,0,63,4,4 


1BB9 


10864 data 2,52,4,3,2,52,4,5 


3CAE 


10866 data 5,55,3,2,5,65,4,3,5,65,4,4 


0C9D 


10868 data 5,55,3,5,999 


5 7 DC 


10870 rem scenario 3 


3 EBB 


10872 data 2,82,1,1,2,82,7,1,3,82,3,3 


ED63 


10874 data 3,82,5,3,1,82,2,5,1,82,6,5 


7B19 


10876 data 6,52,2,6,6,52,6,6,8,52,4,3 


EB7F 


10878 data 7,52,3,2,7,52,5,2,6,52,4,0 


EC50 


10880 data 999 


1794 


10882 rem scenario 4 


990A 


10884 data 2,54,4,9,1,63,9,7,1,64,9,7 


90 9 F 


10886 data 3.54,2,6,3,64,6,6,4,64,4,4 


A8E0 


10888 data 2,54,1,2,2,64,7,2,2,64,2,0 


2C6E 


10890 data 2,54,6,0,1,54,4,8 


32AD 


10892 data 6,44,4,4,6,44,3,3.6,44,5,3 


5E47 


10894 data 6,62,4,4,6,62,3,3,6,62,3,5 


4C79 


10896 data 6,66,3,4,6,66,4,3,6,66,4,5 


5973 


10838 data 5,84,4,3,5,84,6,3 


96AB 


1090© data 9,94,4,4,8,94,2,5,8,94,6,5 


49AC 


10902 data 999,1000 


0B3D 


10950 retn- 


20A2 


10955 rem setup option ch's 


DA6B 


10960 rem- 


7 602 


10965 op=10:dimop$ (op-1) : f orxi=0Eoop-l ! r 




eadxt :op$ (xi) =chr$ (xt) :next 


D7F8 


10970 data64, 58, 59, 47, 85, 82, 87, 81, 133, 13 

4 

10975 return 


F5BA 


5813 


11461 print :print"(RVS ON} "spc (7 ) ; : xn=sl 




%(sh,6) :gosubll700 


E:A7 6 


11462 print:print"{RVS ON} "spc (7 ) ,- :xn=h;l 




%(sh,7) :gosubll70© 


C4FC 


11463 print :print"(RVS ON} "spc (7 ) ; :xn=sl 




%(sh,8) :gosubll700 


CIDE 


11465 print :print"{RVS ON) {CRSR DM} "spc ( 




7) ; :xn=sl% (sh, 1) :gosubll700:x2=xn 


3233 


11525 pokel024+5*40+12+sl%(xi,3)*40+sl%{ 




xi,2) ,sl%(xi,9)+193:next 


2 57D 


11875 : forxj=0to9!Sl%(xi-l,xj)=sl%(xi,x 




j) :next 


23EE 


20110 onxigoto20200, 20300, 20400, 20500, 20 




090, 20090, 20800, 20600, 20900, 21 400 


6606 


20715 xt=asc{xx$)-asc("A") 


BADC 


20720 forxi=0tons-l:ifsl% (xi, 9) =xtthensh 




=xi:goto20730 


B88C 


20725 next:goto20075 


0CBF 


2 ©900 rem- 



STARSHIP COMBAT (xiilll.) 


■■'::q9 


20905 


rem fire phasers 




QCSF 


20910 


rem- 




D5D7 


20915 


Kt=ty%(sl%{sh,0) ,4) 




6C8C 


20920 


rp=ph%(xt,0) :rm=ph%(xt,l) 




E3FE 


20925 


dm=ph%(xt,2) :tl=sl%(sh,8) 




F19E 


21000 


rem- 




7B59 


21005 


rem check for enough mp 




EA3 9 


21010 


rera- 




47A9 


21015 


ifrm<=mpthen21100 




ED3 8 


21020 


: gosubll300 




9DBA 


21025 


; print"Can' t ! " 




6E31 


21030 


: printoa$"{2 CRSR DN}Weapon requi 




res" 






0AC1 


21035 


: printoaS"{3 CRSR DN}"chrS{rm+ 


48) 




" mp's to fire" 




137C 


2104© 


: printoaS"{5 CRSR DN} {press a 


key 


493C 


} 
21045 


: getxxS:i£xxS=""then21045 




AD7 9 


21050 


: goto20000 




55F3 


21100 


rem- 




179C 


21105 


rem find the target 




4E54 


21110 


rem- 




8328 


21115 


gosubll300 




8BB5 


21120 


print "Select target:" 




F667 


21125 


printoaS"{2 CRSR DN}(a-2)" 




3D6D 


21130 


printoa$"{4 CRSR DN}(_) Abort" 




lfl98 


21135 


getxxS: iExx$ = ""then2H35 




5298 


21140 


ifxxS="_"then20000 




EBC0 


21145 


i f xxS < " a " orxx$ > " z " then2 1135 




6FF0 


21150 


xt=asc{xxS)-asc("a") 




6 6AA 


21155 


forxi=0tons-l:ifal% [xi, 9}=xtthen21 




165 






1130 


21160 


next :goto2113 5 




BFEF 


21165 


cg=xi:ifxz<>sl% (tg, 1) then21135 




87BE 


21170 


iftg<nuthen21135 




8 4 AS 


21200 


rem- 




2598 


21205 


rem inflict damage 




84A5 


2121© 


rem- 




BE9C 


21225 


gosubll300 




5D4 8 


2123© 


printtySlsl%(tg,0) ) • is" 




2 30F 


21235 


printoaS"{CRSR DN}hlt for-dra 




0FC6 


21240 


printoaS"{2 CRSR DNlpoints of" 




86CB 


21245 


printoa$"{3 CRSR DN) damage." 




3462 


21250 


ss=sl% (tg,6) :ifdm<=ssthensl%(tg 


,6) 




=ss-dm:goto21300 




2026 


21255 


sl%(tg,6)=0:xt=sl%(tg,7)+ss-dm: 


ifx 




t<0thenxt=0 




B8BB 


21260 
11800 


Sl% (tg, 7) =xt : ifxt = 0thenxk=tg:gG 


sub 


17F8 


21300 


rem- 




12B9 


21305 


rem update tl mp pw 




17F8 


21310 


rem- 




0791 


21315 


sl% (sh, 8) =tl :mp=mp-rm:pw=pw-rp 




030A 


21320 


goto202 55 




DD09 


21400 


rem- 




eSAB 


21405 


rem fire torpedo 




C6AS 


21410 


rem- 




Cr7B 


21415 


ifsl%{Eh,8)>0then21455 




92 8 D 


21420 


: gosubll300 




8873 


21425 


: prinfCan' t ! " 




CF58 


21430 


: printoaS"{2 CRSR DN}No torped 


oes 


8B70 


21435 


: printoaS"{3 CRSR DN)are left" 




0331 


2144© 


: printoa$"{5 CRSR DN} (press a 


key 


2816 


21445 


: getxx$:ifxx$=""then21445 




A0D6 


21450 


t goto2©000 




14E6 


21455 


xt-ty%(3l%(sh,0) ,5) 




B8E6 


21460 


rp=tp%(xt,©} :rm=tp%(xt,l) 




RR2n 


21465 


dm=tp%(xt,3) rtl=sl%(sh,8)-l 




KB 3 7 


21470 


goto21000 
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iHi 2houa, Qaito*t 



Last issue we piTSL'iilL'(l;i program lh;itr;iii in both i)4 Mini l28nKHk'S. Msi), 
ill t;is[' you ilidu'i uoliff. tlicrt' Wiis an trror in tlie lisiing prt'StTitcd in thf 
riglu-luuid Lolijuiu ou page 44 — tlie BASIC porlion ot'our program. Line 
10 in thnt progr;im had a couple of BASIC 7.0 keywords thai didn't gel 
untokvni/.t'd prnperly wfien we processed tlie listing (or tiie rnaga?-int'. 
Most of you who noticed the problem also probably noticed that the line 
uassu[)posL'tl to be the same as the line 10 shown in the leftiiand cohirnn 
on that same page. Sorri" tor the error, and thanks go out to I'd Hell for 
pointing this problem out to us. 1 1 ere. then, is the corrected program: 



635B 


10 FIUNTCHRS (147) ,- : F=.^i3S (PEEK (65533 ) =255 




) :M=0:IFFTHENI'I=ABS(PEEK(215) >127) : IFKTfiE 




NFAST:VJINDOW20,0, 59, 24 


SK39 


20 X=PEEK(43)+PEEK(44>*2 56:IFFTHENX=P1-;kk 




(45)+PF.RK(4G)*256 


nF6h 


30 NL = PEFK(X)+PEEK1X+1) *2 56 : IFI^LoOTHENX 




=NL;GOTO30 


»i37B 


40 IFFTHEN50 


FA4D 


41 POKE175, INT( (X+62) /256) :POKE174, lX+62 




>-(PEEK(175)*256) : POKS251 , PEEK (45) 


155? 


42 POKE252,PEEK(46) : POKE253 , PEKK (45 ) : POK 




E2 54,PEEKt46)+20:SYSlX+2) 


r.-lBl 


S0 ,SYS(X^62* ( (1 + -F) *5120) 1 



I also mentioned in last momhs colunni that tlie program ivonld work 
well lor starting a maehine language program, but that it would need some 
further relinemcnts to work with a mbted BASIC/ML program that would 
be jumping back into BASIC. Have you considereii vA\\ it l^'on'l work 
correctly lor that purpose? Well, let's look at what the program does for a 
moment. 

I'irst, the program cliecks to see what computer mode ((M or 128) Jl's 
running in and sets some variables accordingly, ll ihen finds the end of the 
BASIC text by following the BASIC line Hnks to the end of the program. It 
pokes diis info into memoiy for use by the 'mover' machine cotle. Then it 
does a SYS to the mover, which cnoves die program up ,S120 bytes if the 
p rogra m is ru 11 n i iig i n f )4 m od e. 1 i e re is w h e re I he pro 1)1 em ac I n a I ly h egi n s ; 
you see, if you move the last portion of a loadetl [irogram u|nvaixls in 
memory, then you're placing code into memory reserved lor li.ASlC 
variables. That means you're taking a chance of having variaiiles overwrite 
your MI at some point. This doesn't happen to our small BASIC [unuram, 
becausewe'removingfarenoughthatthefewvariableswhichvMUiii lined 
aren't going to conflict — in other words, we're doing something that isn't 
really right, but we can get away with it. But if you liave a larger BASIC 
program thill defines a lot ofvariables, eventually they'll bleeii into the ML. 

So what needs to be done? Well, the obvious thing to do is to check to see 
if you're running in (i4 mode, and if so. raise the lop of BASIC. With this, 
though, comes tile realization that all variables will be lost in the process. 
So in addition to raising the top of BASIC, we also have to redefine any truly 
important variables. 



Let's lookat doing what we need to make this work, first, wc can assume 
that line 50 of our program may no longer exist, at least not where it 
currently is. There would be several lines like it, though, throughout your 
program, if your program is a mixed BASIC/ .ML hybrid. So, while Hue 50 
may not be important now, the variables used in it are bound to be 
important later on. So this mean.s we'll have to somehow maintain or re- 
create tho.se variables, which are X and f. Now Pis pretty simple to preser\'e. 
since we know what it is on a (14 or in IM mode, and our new code for raising 
the. start ofvariables will only be executed if the machine is in (i4 mode. The 
variable .M. defined early on, might also be needed by your program, but 
again, we know it's value for ()4 niode. So X is really the only one that 
presents any problems at all. 

We can take one of two approaches in regaining X... we can either store 
il in a safe place temporarily, or we can recalculate it. The latter has some 
drawbacks, since it is more time-consuming, and there arc some changes 
going on that could aflcct the results which must betaken into account. So 
it seems that the easy way out would be to simply store it away for later 
recall. Since this code will operate only if in (j4 mode. \s^ can tack thLs in 
between the present lines 42 and .SO. Let's start coding: 

POKE2 53,INT(X/256) : POKE252 , X- (PEEK {253 ) *256 ) 

Now which locations do we have to chaiigelo move BASIC variable storage 
up? Locations 45-46 (decimal) liold the start of BASIC variables, so these 
must change. Actually, since we'll be making an even page move, we need 
only change the high byte in location 4(i. We have to add 20 to that. We'll 
also have to move the contents of 45-4(i into 47-48 and 49-50, the starting 
and ending pointers for BASIC arrays by performing a Cl.li, 1 lere we go: 

POKE46,PEEK{46) +20:CLR 
That was easy enough, eh? 'fhen we finish with: 

F=0:M=0:X=PEEK(252) +PEEK(253) *256 
And that pretty much covers it. So we can atld this line to our program: 



261 



43 ?OKE253,INT(X/256) : POKE252 , X- ( PE 
K(253) *256) :POKE45, PEEK (46 ) +20:CLR: 
=0:M=0:X=PEEK{252) -PEEK(253) *256 



Load your copy of the program and re-save it with this new line. This will 
now work for any mix of BASIC and ML. Of course, if you came up with a 
bettersolutionwhileyou were wailing for lliis issue to come out. send it in, 
and I'll be happy to share it with tlie rest of our readers. 
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USED SOFTWARE 



We buy, sell, and trade used original software. Lowest 

prices for C64, C128, Amiga, and IBM. Mention this ad 

and your computer type for a free list. Call our BBS for a 

complete list within minutes. _ ,, , .,„ 

Call or wnte: 

CENTSIBLE 

SOFTWARE 

P.O. Box 930 

St. Joseph, M\ 49085 



BBS 



^ 61 



BBS: 

8N1 300-24.4k 
6-429-7211 



m\. 



Ask (or a list via Internet: 
CENTSIBLE@DELPHI.COM 



Phone: 616-428-9096 



SODAK ELECTRONICS INC. 

NifitendoS! and Soga*i Repair and Parts 

Authorized Commodofe Qualified Service Canter 

Computer Monitor and Printer Repair -All Types 

Flat Rate on Most Repairs 

Trfldflma^sof Nwilendo ot America 
And S4Q4 of Amtffica r«sf>w3Jv«1y, 



Jim Muir 

RR2 Box 52 

Hartford, SD 57033 

(EOS) 361-0632 



800-201-3004 



Lamar Nanca 

603 S. Mable 
Sioux Falls, SD 57103 
(605) 335-3004 





Also available for tite CGMMODOIIE C-1: 
1SI>AM) OI' TtlE DR,\GONS 
TUK WINGS OF CltlCE 

ADAVl^TJ^)iLII■t:o^■A 

I'llEEIISTOUIC MAN 
SI 9,93 Eaeli • Seiid for free tjfoctiufe. 



ESCAPE ROUTE 
The Adventures of 

Eric Hawihorne, P.I. 

C.64orC-12Sln64MODE 

ACTION/STRATEGWBOABD GAME 

Calch UiB Infamous ICEIj^DY boloro she crosses Iho bcrdtjd 

Fun lor all agosl 

$19.95 ChocK or Money Order 

CREAnVE PIXELS LTD. 
PQ Bax 592. Ubtary . PA 15(29 



- 'the MOST POWER for the PUCK' 

■ 'BQWor that only AMIGA ownttrm /lava onjoyed until now' 

■ 'puahat tha C- 12a to tha SDQE ol tha grafthlcm envilopa' 

640 X 400 pixels ONSCREEN! ' """ 

DOUBI-Hihe res^Jluiion of any other ^i-phics. ufiwaref 



I PQint 

/= Interlace! 

— i}lCr€CllDl€i Unique Inttriact color blending and caiy-Eo-UM Pfl]«t6 sllow 
THOUSANDS of APPARENT COLORSf 

Many poWtrfuUuollind ffijlurei ^Jiidl CANN'OT BbDLFUCATtD by ££)rDO]crH>nwAnl 
nijc iTicnE du2Uc|£cd iopblultutd fftphia^w] ionhzCl78\ 

Supports 24 pin, COLOR, & LASER Printers, 4 RAM Expanslont 

I Port" '™?°"^'f»n//!toHAj^2'fW^ fl Paint 1.5 39.95 



Impdrt t;il-", Amiga in\ & MAC (IIh 
Brtnf 4Xil Ibc RVST in your ! 7i by bncguji irJ Llic bcu ofotiKt axnpulen! 
iOOO'i of OIF innE"- tn:.itii uc PC'i. M.;i. Amigii. even SATEJJJTTJS - 
Awaji you on BBS'i tverf^hat. Cusromiu ilicllT A GfJ.' CDnvenbn paJc[|« 

EnipoH CKOS, Basics, Daodlt, Knalu, & Print Sbop 
litipruve na your bin (Tfjm oliier pnjgramjt Cunon] l>x>Lile tS Gtoi p^etEej. 

Kiport I Paint to GIF - show'cni nil wtuu youf 1 28 cm dol f;Emjm£D: c 
(] Van \2uwnsti: up^de rurjust $10 vA\ii rclLimnfycvur 1.2 (ink) 



I Port IS 29,95 
SAVEl bulh 59.95 



DcpE. CI 

PO Bail 807 14 
Mp[5,Mhfi 5408-67 U 



w/6Hik video HAM upSrldfl^ 
I Pibln[:1&$1 coinp4tlc!il a movu 
PrltBi IBF U-S .A . Chvck or monay^ or dier artly. MM r». niJd D ' l^iDt ulsa Utx. ^Vlc^«f 2 - j^ waaVu \iA d^rf «n f . 



CKit 94! 

It's Cool 

CKil 94 is a powerful roilf?ction tif liacliup utilities designed to lak(; 
tirivanlage of the e>!pandpd Commodore! systems of ihe 90's, In f.id 
[he CKit is so advanced, we recommend il only fcir ccrl.iin 
Commodore syjiems. 



>ne Of These 



Comniodore 64, 64C, 128, or %TSO 
And One Of These 



CMD RAMLinIi, PPI RAMDrivc, or a 17XX REU wilh JiffyDOS 

Anrt At L east On e Of These 

Cotnmodore 154 1/1 5 71/1 5U1 or any CMO Storage Device 

♦ YOU NEED THE CKIT 94!* 



It's Mean 

CKit 94 can view, select, and copy over 1,000 files! It can also copy 
entire 41/71/81 disks in ONF. pass. It can even make the next copy 
directly from RAM. With the CKil you can squeeze over 700 files into 
an archive. Even more, you can squeeze your 41/71/B! disks and 
CMD partitions into backup files. All of this power is at your 
command through an easy to use menu driven interface. 



Eiie-Ut tlities 

Filemaster file copier and the Archiver file squeezer 

P i? k Utilitiesi 

Procopy disk copier and the 4 1/7 1/01 /Native Boa disk squeezers 

BS&l!I]Ilti£S 

New Dissolver SDA maker and fast PD Decompers 



It's Better 

CKit 94 has 2 X faster and lighter compression Ihan in previ[)us 
versions. All of the utililtes have been enhanced for power and speed. 
Pius, it has three new powerful utilities. And it takes full advantage of 

Commodore 128'5an<i Ri^U's. Wow! 



ChsE.LQi'JUM AiPPQr .t 
J Commodore 1541/1S71/1SB1 Drives 
J CIVtD Hard Drives/Fluppy Drives/RAMUnks 
y PPl RAMDrives 

/ Commodore 128 VDC RAM Support {16K and 64K) 
/ Commodore 128 2MHz Enhanced JMode Support 
J Commodore 1 7XX REU Support (up to 16Meg) 
/ RAMLink and RAMDrive DACC Support (up to 16Meg) 



Get Youf Cop/ Mowl 

CKit 94 is available <it fine Commodore mail order nutlets sutli as 
Creative Micro Designs. You may also order directly from us. 



Imlnjt Clie(l( or Monty Ordtf ht: 
CKit 94 S39.95 (Upjai* $'.95J pluj 
Shipping j5 US jnd Ciniila (jlO Portion) 
Updale usBl Ksy from earlter vertlDd 



Mad Man .Software, Inc. 
1400 East College l)rivc 
ChcytTinc,\VY82U07 
(307) 632-1 ITfilnffirniiilioii 
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PART TWO IN OUR SERIES ON SCSI DEVICES AND COMMANDS 



III thf hist issiiL' i)('C"orniiindorf World, vvegavca 
geiicral ovemt'wofSLSI devices and commands, 
and discussed the paramelers required by the 
CMD ilD's "Send SCSI" command. In this 
iiisl.'ilimcnl. we'll wade in a little deeper, andlook 
at usiiij^ some specilic SCSI eonnnands with the 
CMD HI). 

SCSI Read 

You'll find two variations of the SCSI Read 
command iti the list of SCSI commands in the last 
issue; a Crouj) command, and a Group 1 
commaud-'IlieGronp 1 variation is known asthe 
'F.xleuded ilead' conmuuid; ii can address larger 
storage devices than the CiroupO version, hi our 
discussion here, \se*Ihvorkexclusivelyi\'ithGroup 
1 Read and Write commands, since any hard 
drive used in a CMU 1 ID must support these. 

We've reprinted the general Group 1 
Coimnand I )escriptor lilork (CDli) in this issue. 
Yoti'II soon learn thai all eonnnands follow the 
general CDli for llieir command group, though 
some conmiands may use cert ainofthe command 
parameter fields diflerenlly. 

Let's assume, for exam pie's sake, that we want 
to read the second lowest SCSI block from the 
main system drive in a CMD I ID. We can use this 
task to illustrate how to read a SCSI block with 
the CMD 1 id's DOS SCSI connnand. 

Before we can start tossing SCSI commands at 
tlie HD, we lia\'e to open a command channel in 
order to 'talk' to the drive. I'his is done in the 
samemanner as it would be with any Commodore 
t)'pe disk drive: 

OPEN! 5, 12,15 

I'm assuming here, of course, that you have an 
HI) all;iclied as device 12 on your computer. If 




the device number is diifereni, then substitute 
the actual device nmnber for the 12 in this 
command. 

The next step would be to send the DOS SCSI 
command lothedrive.'Iliisisdonewithal'RINf* 
statement, l)ul belbrc we do this, we need to 
figure out all of the parameters that will go into 
this command. Let's look at the DOS SCSI 
coninuuul syntax: 

PRINTttlf , "S-C"CHRS(de}CHR$(bl) 
CHRS(bh)CHfiS(cb) . . , 

We already know that //'is 15, since that's our 
command channel. So the next thing we need to 
know is tk. which is the SCSI device number. 
Since we're reading a bkick from the main drive 
in theCMI) 111), and since the main drivenuist be 
SCSI device 0, we know that df equals 0, 

The next two values we need are interrelated, 
'f b e se a re , les p e e t i ve I y , t h e 1 o w a n d h igh by tes of 
the drive memorv' we want to use as a buffer for 
SCSI device data. This buffer is where the block of 
data we're going to read from the drive will be 



placed. Once it's in the bufl'er, ive can access it by 
doing a Memory-Read ofthe drive's memory. But 
more on that later. For now, we just need to fmd 
some free memory in the drive capable of holding 
at least 512 byles, which is the size ofthe SCSI 
blocks used on the CMD 1 ID. 

The 111) has 8K of free RAM available for 
pu rposes like this, starling at $:U)00. This gives us 
a low address byte of $00 (decimal 0), and a high 
address byte of SHI) (decimal 48). So now we 
know that Weqtuils 0, and Wi ecjuals 48. 

Now we move into the com tnand bytes needed 
for the actual SCSI command, per the Lxt ended 
Read CDI). The first byte ofthe CDB is the SCSI 
command byte. I'liu Read lixtended command is 
$25 (:^7 decimal), as shown in last issue's 
command table, so the tirst value we need is 37. 

The next CDB byte is a combination of the 
Logical Unit Number (LfN), some resen'ed bits, 
and the Relative .\ddressing (RA) bit. The LUN 
on a hard drive mechanism containing only a 
single logical unit will, (brail practical purposes, 
ahvays be zero. Reserved bits must always be 
iieroes, as well. And we don't want Relative 
Addressing, so the RA bit is zero. Put all those 
zerobitsintoabyte.andyou'vegotabytevalueof 
$0 (decimal 0). So the second value we'll need to 
send is fl. 

Now we move into four bytes that make up the 
Logical Block Address Cl.BA). This is the block 
nuniber;v ewaiit toread. The SCSI addressofthis 
block is SOtWODOt) 1 , Yes, that's a lot of zeroes, but 
if we want to work with the full addressing 
available willi extended SCSI commands, that's 
how many it takes — K hexadecimal digits. This is 
an easy oiU', though, since most ofthe digits are 
zeroes; but you'll have !o make surcyoulireak the 
address bytes up in the correct order to get the 
correct diita from the drive. 
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The first LBA byte we need to send is the Most Significant Byte (MSB), 
and the last one we need to send is tiie Least Significant Byte (LSB): so tiiis 
means we worktlirough the address iVoin left to right. Drawhig on onr vast 
knowledge ofnumbering systems, we know that two liexadecinial digits are 
ec|iialtoasingk"in'te,s()W('lal«'twodigilsalatiim'l()cri'at('onrlbiniivtcs 
oI'LliA vahifs: $()(). $00, $0();md SIH. in decimal. (1,0.0 and 1. 

TIk' next CUB byte is reserved, so it's an easy one: 0. Remember, all 
reser\-ed bits should be zero. 

No\^' we come to two CUB bytes that make up the transfer length. The 
Extended Read command uses these bytes to determine how many 
contiguons blocks yon want tn read from the device, starting at the block 
indicated in the LBA bytes. Weonly want to read one block, so the iransfer 
length is $0001. Again, the MSB is indicated as the first of the two bytes, so 
we read the values from left to right , using I wo hexadecimal digits [ler hvlc. 
'Lhis gives us an MSB of $00 (decimal 0), and an LSB of $01 (decimal 1). So 
our next two values are and 1. 

'I'lie last CUBliyleistiieConirolByle, and is made up of six reserved bits, 
(he Flag liU, and the Link !)il. We won'[ be getting into using linked 
commands, so all of these l)ils are zeroes, giving ns a final value of 0. 

And that's it! .So all we need to do now is siring (if yon '11 e.xcusethe pnn) 
these all together into the PRIN'T# siatetnenl: 

PRINTtlS , "S-C"CHR$ [ ) CHRS ( } CHR$ ( 48 ) CHR$ ( 37 ) CH 
[?S { ) CHR$ ( ) CHRS { ) CHR$ ( J CHRS ( 1 ) CHRS ( ) CHRS ( 
ICHRS (1)CHR$ (0) 

Oil a li'l, you'll find this string is loo long to tit on two lines, .so you'll need 
to build il up in a variable or two. I'd take this approach: build the actual 
"S-C" portion of the command along ultb the SCSI device number and 
buffer location bytes into one string. Place the actual CUB data into a 
second siring, fhis way, you can vary (he SCSI CLlBcommand siring asyon 
send difierent commands. 

Clnce the command has been sent, ive'll find the data from tiie requested 
SCSI bk)ck in the bulfer we defined at S:i(IOO in the drive memory, 'lhis can 
bee.xannnedusingtheDC)SMemory-Keadcoinmand.!fyou'renot familiar 
witli using that command, there are examples in the CMD HLl IJ.ser's 
Manual. We'll also explore using Ibis command along with some of die 
other things we've learned in the next installment of this column. 

Doin' the Write Thing 

Ifyou'vc managed to follow the information on using the Extended Read 

connnandiwll enough to understantlil. then you alreadv know evervthiui; 



b'^tT^ 


7 


6 


5 


4 


3 


2 


1 








Operation Code 


1 


LUN 


Reserved 


RA 


2 


Logical Block Address (if required) (MSB) 


3 


Logical Block Address (if required) 


4 


Logical Block Address (if required) 


5 


Logical Block Address (if required) (LSB) 


6 


Reserved 


7 


Transfer Lengtii (if required) (MSB) 


8 


Transfer Length (if required) (LSB) 


9 


Control Byte 



you need to use the Extended Write command. Remember, the commands 
all follow the same general CUB formats. The only things different about 
using the Extended Write conmiand are the command byte itself and 
making sure your buffer contains the data you want written to the drive 
before you issue I he eonnuand. Uala can be placed in die hi i Her using the 
DOS Memory- Write command. Ifwe wanted to write tlie block we read in 
our example back to the same location on the drive, we would send: 

PRINT^IS, "S-C"CHRS (0) CHRS (0)CHR$ (48 ICHRS (<!.'> )CH 
RS ( ) CHRS ( ) CHRS ( ) CHRS [ ) CHRS ( 1 ) CHRS ( ) CHRS ( 
ICfiRS (1 ICHRS (0) 

Ne.xt issue we'll look ai a couple more commonly used cotnnrands, and put 
together a small program to copy SCSI blocks. We'll also tlistuss how lo 
liandle errors — just in case! ^ 



Computer Bargain Stare 

One ojific Largest Commodore Sc&ciions in America Since lAV 



Large Selectioti of NEW and USED Commodore 
Hardware, Software and Accessories 



Like-NewC128-DComputerw/Built-in 1571 drive, 
30(Jayguar. ONLY $1 59 + S10 s/h (Cont. U.S.) 



] 



GAMES, EDUCATIONAL and APPLICATIONS 
Commercial, Public Domain and Shareware 

• tWIC. Visa, Amex, Disc, Money Orders and COD casti (add S4) • 

Computer Bargain Store 3366 S. 2300 E .. Salt Lake City , UT 84 1 09 

or Call (801 ) 466-8084 (4-7 PM MSI) 




TIE FniENDL» 
DISK NflGflZINE 



# P.O.BBX 332115 



121 I PLUS/i 

nEUS.PRD&RRtlS 
TIPS.UPCRHI^S 

^ Rfl ME BE WIEIP IM COMPUTE'S 

RRTICLES RRD REVIEUS FRDn RRDURD THE UBRLD 

UDLUBE l/l'nE..,*En = gg« 
UDLUNE B/1'H3...*EB''^ 
UDLUBE 3/lRqH...*3nfe^S 
DEIID ISSUE... « 3 

TIC BEST USER GROUP DI5C0UHT OF IM) DISK HRCttZIIC 

(M.INE SUPPOnr DN OELPHIl FOR fl 5 HOW Ff£E TRML 
OF D^PHI DIBLl-flaEhfiS-HDnE. HIT REUIRM TWICE. 

OHCC DNLBC TWC: DO CUSTWt IH 

inim th rnur- sf?"E-bH hhue! prebehts «» 

■I III UK. ,jjj»j™ JKjggj. »g|J|ii5, 

""as?® P8l.^T«^"F'B5."«?5|!i"liE!,f'™'" 
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How to Type In Program Listings Appearing in 

Commodore World 



Whik" (Aiinimiikih' IVorW currently doesn't make it a habit of ptiblisliitig 
ty[K'-iii prooniitis, a number of our columns do require entering sample 
routiui's. For this purpose, wc \\i\\v created ourCIiK-I.lST utility for the 
ConmKHlore (i4 and 128. Tliis utitit)' uses u llvbit CRC checksum method 
lo verify that you have correctly eiilereci each proijram line, and thai each 
of ihe characters in the [irogram lines are in the correct order. 

You'll MiHicetliat program lislingsappearwilhacohinui of values to tile 
left of the program lines. These values are the CI !K-L1ST values and are not 
to be entered as part of the prograni. A .similar set of values arc generated 
by the ClIK-LiST utility to allow you to verify that everj'thing has been 
entered correctly. 

[■nterthe CllK-l.lST [)rograni from BASIC You can ii.se eitlier a t-fi'l or 
a C-12H computer. If you useaC-12H, it can be iiu'itherfi4 or 128 mode. Be 
sure to enter each line carefully to avoiti mistakes — until you actually have 
(.1 IK-l.lST working, finding errors in program entry won't be easy. After 
you ha\'e llnished enteruig the program, be sure to SAVE a copy to disk 
before you attempt to RUN it. just in case. If you aren't familiar with how to 
save a program to disk, you can use the following command; 

SAVircilK-flSf'.H 



To use CHK-LIST, load it into your computerand type RUN. Make sure that 
any program you arc currently working on is saved first, or start CMK-LIST 
before you begin typing in a new program. After you have CHK-LIST m 
memory and running, typeNtiW. You maynoweitherloador begin typing 
the program you wish to have CI IK-LIST check on. Whenever you want to 
check your program, type in the appropriate SYS connnand given below: 



CHK-LIST 



6E2F 
E35fl 
AD20 
33] h 
07 F» 
578A 

0679 
BD92 
E7FE 

B2AR 

CD50 

C9CD 

2058 

FCA9C 

6C15 
E70E 

e79b 

F80F 
973'} 

Q)'i in 

D99D 

AC 30 



10 F=ABS(PEEK(65533)=255) :M=49152 :IFFTHE 

NM=4864 

12 C=0 : PRINT" {CL.R/H0ME}W0RKI]S1G"; 

20 READD:IFD=-256THEN40 

30 C=C+D:IFD<0ANDF=0THEN2O 

31 IFD<0THEND=0-D:M=M-1 

32 P0KEM,D:Mt7M+1: PRINT" . " ; :GOTO20 

40 PRINT -.READCK: I FCoCKTHENPRINT" ERROR I 

N DATA STATEMENTS" " :END 

50 PRIKT"DOKE. " : END 

60 : 

49152 DATA 165,43,-45,133,251,165,44,-46 

133, 252 
49160 DATA 169,0,141,36,193,-20,169,147, 
32 

49168 DATA 210,255,32,194,192,-19,160,0, 
140 

49176 DATA 37,193,-20,177,251,133,253,20 
8 3 

49184 DATA 238,37,193,-20,200,177,251,13 
3,254 

49192 DATA 208,3,238,37,193,-20,173,37,1 
93,-20 

49200 DATA 201,2,208,1,96,200,177,251 
49208 DATA 170,200,177,251,32,205,-50,18 
9,-142,169 

49216 DATA 6,133,211,-236,169,61,32,210, 
255 

49224 DATA 169,32,32,210,255,160,2,177 
49232 DATA 251,32,213,192,-19,200,177,25 
1,32 
49240 DATA 213,192,-19,200,177,251,240,6 

32 
49248 DATA 213,192.-19,76,90,192,-19,173 
, 191,192,-19 

49256 DATA 32,167,192,-19,173,190,192,-1 
9,32,167 



C-(i4 or C-12H in ii4 mode: 
C-128 in 128 mode: 



SYS49152 
SYS4864 



Note that when typing in listings, .some special characters will appear in 
braces, for example. (CLR/1 iOML} means that yousliould enter the Clear 
key. which is done by hoUling down the SHI!'!' key while you press the 
I lOME key. Other times you may see a numberahead of the key name, such 
as {.H SPACHSI or (,S CRSR 1,1. 'f his means you should press the key indicated 
the number of times shown. Most special keys are easy to identify, since the 
text shown will generally match ihetextonthekcy.l'xceptions are the space 
bar (SPACf. ), and cursor keys wliich uickide directions ((CRSR UI'}. {CRSR 
ON 1, (CRSR I, land |t RSR R 11). Be sure to use the correct key combinations 
for color kevs. such :is <C1 Rl.><2> lor [VVIif |. 



CHK-LIST (ixmi.) 



DF3.J. 

A6E2 

936E 

8C3A 

EB74 
6095 

A001 

EBFD 
E907 
E8EA 

A'/ 07 

6040 

D243 

D52F 

DCA6 

6032 

3 7C5 
9A2A 
AC 90 
FE71 
i '' E 



49264 DATA 

,253 

49272 DATA 

6 

492 80 DATA 

,240,3 

49288 DATA 

,-20 

49296 DATA 

32 

4 9304 DATA 

49312 DATA 

72 

49320 DATA 

9,104 

49328 DATA 

89 

49336 DATA 

49344 DATA 

49352 DATA 

2,-19,169 

4 9360 DATA 

2 

49368 DATA 

,192,-19 

49376 DATA 

-19,144 

49384 DATA 

,-19,141 

49392 DATA 

7,191,192, 

19400 DATA 

8,215 

49408 DATA 

49416 DATA 

49424 DATA 

494 32 DATA 

49440 DATA 



192,-19,169,13,32,210,255,165 
133,251,165,254,133,252,238,3 
19 3,-20,173,36,193,-20,201,20 

76,18,192,-19,162,0,189,1,193 

240, 6,32,210,255,232,208,245, 

228,255,201,13,208,249,32 
228,255,208,251,76,8,192,-19, 

106, 106, 106, 106, 32, 180,192, -1 

32,180,192,-19,95,41,15,170,1 

20,193, -20,32,210,2 55,96,0,0 
0,0, 169,0,141,190, 192,-19,141 
191,192,-19,169,33,141,192,19 

16,141,193,192,-19,96,162,8,7 

41,127,77,191,192,-19,141,191 

24,14,190,192,-19,46,191,192, 

18,173,192,192,-19,77,190,192 

190, 192,-19,173,193,192,-19,7 
-19 
141,191,192,-19,104,10,202,20 

96,13,80,82,69,83,83,32 
60, 82. 69, £4, 85, 82, 78, 62 
13,13,13,0,48,49,50,51 
52,53,54,55,56,57,65,66 
57,68,69,70,0,0,-256,37944 
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THE PHOENIX NETWORK: AN ALTERNATIVE TO LARGE ON-LINE SERVICES 




As an experienced 
modemer, I've long 
fbrgoltCMi tliiit "new user" 
reeling, llu' good kind of 
new iisiT reeling, where 
each I iine you log onto the 
system, you feel there are 
new and exciting places 
to explore, as well as new friends to meet. This 
new user feeling seldom returns to me miless I 
hap])eti to try out a new on-line system I hat seems 
somehow different from tlie rest and has 
something unique to olTer.Oneofthe nice things 
iibout being a new user, whellter a seasoned 
veteran or truly new to the world of modems, on- 
line sen'ices and the like, is when one finds a 
unique service that makes them immediately feel 
at "liome". Tlic I'lwaiix iWcHvork is one such place. 

What is The Phoenix Network? 

I'hoenix is run by Kat Tale, wlu» hosted Trivia 
games on both Q-Link and AOL, ami Glen Doty, 
aCo-1 lost on AOL. Theyjoined forces in riagstatf. 
Arizona and created The Pkoaiix Nt'lnmk. whkh 
went on-!ineon October 1,19SB, after tivemonths 
of planning and development. Tate and Dotv 
developed a couple of dilTererit philosophies and 
goals, which have gone far in making Phoenix 
one of the friendliest of on-line services. One of 
the goals was to create a friendly alternative to 
larger .services that don't offer a high level of 
personal .service. They have a policy of providing 
users with support and information for their 
specific computer, making it an ideal place for 
Commodore users. Phoenix has approximately 
250 users, of which about 1.^8 are Commodore 
users. 



The Phoenix Network utilizes SprintNet for 
system access. I'liisletsuserscallaphone number 
in their own area to connect to SprintNet , which, 
after the user types a few commands, will conned 
them to theon-liue service. The net\vork is rim on 
Major DBS software, manufactured bv 
Galaciicomm. Inc., which allows multijile users 
to be on-line simultaneously using a single 
computer to nm the entire show. Users may call 
using modem speeds from .TOO through 2'I00 
baud without iminririg any extra charges above 
the $4.r)0 ])er hour lee, while 9()0I) l)aud callers 
are charged $2.0(1 more per hour as SprintNet 
charges extra for this and Phoenix must pass on 
theexpense to tlie user. Doty recommended ^iffllO 
baud be reserved for file transfers while using 
2400 baud to access the forum and chin areas. 
Phoenix accepts both Visa and MasterCard for 
payment, but also allows users to make other 
payment arrangements ifnecessary. The cost has 
gone down to $4.50 per hour from $5.00 when it 
first went on-line. Doty commented that as the 
number of users increases, the cost will continue 
to decrease. 

Q-l.inkrefugees. with littleexperienceon other 
systems shoukl feel right at home on I'hoenix. 
Many of tlie same familiar people from ti-l.ink 
frequent this .service, and Phoenix has 24 hour 
helpavailable on-line, and off-line, with a toil free 
voice phone tnimber. The initial screens that are 
seen at log-on are pre-set to 40 columns. These 
screens change to 80 columns for those who have 
selected the regular ANSI style menus, but an 
option is available to have all menus and screens 
displayed in 40 columns to help accommodate 
Commodore fJl users. Staffers have taken exi ra 
.steps to ensure that Commodore users feel at 



home, to the extent of mailing C64 customers 
Novaterm 9.5 to use. as many of their new users 
are fresh from (1-1. ink, and have only used Q- 
l.ink's terminal program, 'fhis can be a big jump 
lor many, and the persmial seiTic e from Phoenix 
staffers has probably helped many a new user feel 
CO m fo rt a b le a bo u t a sk i iig I j u e s t ions and lea rn ing 
theirwayaroundonasemcethatisn'tgraphically 
orientated. 

'file Phoenix staff has a very high regard for 
[irivacy, but very closely monitors first tiirte callers 
oil llie system so they can spot those who need 
extra help. When it appears a new user is having 
a problem. Phoenix's staff will often send the new 
user a message on-line (ivhicli can be seen 
immediately), to offer guidance. Often they call 
new users back ([>art of the initial sign-on process 
itwolves giving your home plione nmnber) to 
offer flirt her assistance. 

Serious, Fun and Triendiy 

It's very hard to find an on-line .system that can 
set a balance between fun and the sharing of 
information. The Phoenix Network manages to 
reach a balance between fun in the form of several 
live trivia games schetluled nightly, plus other 
on-line games, and serious information sharing 
;ia forum areas as well as offering free Internet 
access and Usenet Newsgroups, including 
COMP.SYS.CiiM. 

There are over 1 00 forum areas on Phoenix, 
including a well attended Star Trek forum, 'fhe 
Commodore I'oriim area [irovides Commodore 
users i^ith support via both messages and file 
libraries. The Commodore message forums are 
fairly active ami a gootlre[)resenta (ion of'everv'dav 
Cl)4/128 users make this a nice area for those 
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who don't wish to be too technical, i'or technical 
conversations, theCOMP.SYS.CliM newsyroup 
is also available, so a nice blend oi both are 
available on the same system. 1 was told that the 
Cornnuxlore specific Usenet Newsgroup, 
COMl'.SYS.CBM, u-as not yet available, but 
sonieliow 1 got lucky because this arrived on the 
system the same day I logged onto it for the lirst 
time. 

For those who prefer to download their mail 
and read it off-line, Phoenix has a (lU'K-.Mail 
menu wliicli works with either l,iU'KRl<l28 or 
I he Commodore (54 QWKieoft-line mail readers, 
1 was a link' surprised that tlie QVVK packet is 
?.ipped, l)ut not compressed. This could be 
expensive if downloading a great deal of mail. 
Commodore M users will need to use UNZIPM 
and (iVVKlli:i.l to dissolve and read the 
I'HOHNIX.QWK mail packet; C-128 users can 
use UNZ11'12« {or QPE, a utility program foimd 
in NZI'1280.SfX) to unzip the packet, and load 
QVVKtiR128 to read it (CIPE loads Q\VKRR]28 
automatically). These fdes can be fonnd in the 
Commodore 64 or 12S file areas on I'hoenix. 

There are approximately 1 (){)() Commodore 
files on-line with more to come as the .system 
grows. While tiseis are not charged for the time 
spent in uploading files, all files are tested belbre 
becoming available, and most are made "live" 
within 48 hours after uploading. Tiie selections 
are divided between C64 ami C128, and each has 
a variety ofdifierent file areas including graphics, 
games, applications, utilities, teleconuiuinicat ion 
files, and last, but not least, SIDS, When it became 
a|)p;ueul tliat the file libraries on (^-1, ink would 
not be repaired, the musically inchned "SI Dsters" 
on Q-Link gnivitated to The I'hoenix Network, 
The SI!) library on Phoenix is im])ressive and 
active with new SID files to download. The 
SlDsters have a weekly gathering on Phoenix, 
and their own message forum. It's refreshing to 
find new SID music after such a long drv' spell. 

Phoenix is big on fun and games. Nightly live 
trivia ganiesareschednledandannoumed on the 
opening screens. The trivia games are played in 
theflialareas,wliichcanbe(juileabitolfiuiwilh 
the regulars who .show up to play, 'f he games are 
di) minutes long, with the winners receiving 90 
minutes of free access to the system. One person 
hosts the trivia game asking the questions and 
keeping track of the time (there is a time limit for 
ansvsering the questions), and another person 
keeps track of the score. Halfway through tlie 
game, the scorekeeper lists the number of points 
each user has accumulated, and there is a short 
break l)efore the game resumes. 

Another game played in chat mode is Tingo, 
an on-line version of iiingo which is very similar 



to thegames played in Bingo halls, e.xcept thatthe 
computer generates and keeps track of the bingo 
cards, as well as calling the numbers. Users can 
ty p e a comma nd t o vi e w 1 h ei r ca rd to s ee h o w we 1 1 
they're doing while cliatliug with the others on- 
line. Users "ante in" 5 minutes of time, with 
whoever Bingo's getting t lie ante of time as their 
winnings. Other on-line games include frade wars 
2002, which is an interactive PC game that 
Commodore 64 users can also play. Crosswords 
(scrabble). Crossroads of the Elements. Global 
[lestruction Chess, IJackgammon, Othello, Tic- 
'fac-Toe, Super Nova, and several more. There's 
alsoahintsandfreqiieiitlyaskedquestions forum 
in the games area to handle questions that come 
up often about thegames. Many ofthe games are 
interactive but are not the same as the Trivia 
games which are "live action" games. I.E., you are 
playingagainslotheruserxatdilferent times, and 
scoresarekept by the system; it isn't necessary for 
the players to be on the system all at the same 
time. 

Other fun can he found in the message forums, 
which include Mystery Dates where one user is 
picked to go on a mystcrj' date while other users 
olfer Iminoroiis suggestions f(n' who the dale 
should be, to where tliey should go on their date. 
Inaway, this is similar to mad-libs.'fhe Cockroach 
Cafe is another creative message forum on 
Phoenix, which is ganit' and ftm and very weird 
all at the same time. 

.An on-line flowershop allows users to 
spend 25 cents and send other users on-line 
[lowers and other ANSI gra])liics as greetings. In 
the chat areas, "Action Words" can be used to 



send silly messages to others in the area. More 
than a couple dozen words are available and 
creative users are encouraged to submit them to 
the operators to add to the list of words. Some are 
tame such as "cla[)" to add applause when playing 
games, or silly such as "tickle usi'rname". Shown 
to those in chat mode Is text something like "Les 
Songa is tickling So-and-So half to death." 

Phoenix ofiers both Adult and i-amily areas, 
which are kept complete!)- separated. When users 
log on for the first time, tiiey are asked about 
whetheror not they wish access the .'\dult Area. If 
they don't want access to it, users never see any of 
the menu selections for the adult side ol' the 
service. Access to the Adult Area is withheld until 
the user's age is verified with photo identification 
and a signed letter requesting admittance to the 
area which can be faxed or mailed to the service. 
The adult side includes forum, chat, file and game 
areas. 

It's inevitable on any on-Une service that an 
occasional user will annoy other users, break the 
rules, or in some way cause problems. 'I'he Phoenix 
Network has a unique way of dealing with tlie.se 
users in a friendly manner. The user is simply put 
in a solitary confinement jail cell. A little jail cell 
is drawn on the screen, ami the user cmnoi go 
about their normal activity until one of three 
things happen. They can log off. and then log 
backon (but that's no fun), they can be pardoned 
by theSysop, orlhey can escape through a tunnel 
where they will find themselves in thedungeonor 
niaintenanceareaolthesystem(iio,nottheREAL 
maintenance area, but an imaginary one that 
resembles the basement of a large building with 



Hooking Up With Phoenix 



If you've never used SprintNet to access 
other on-line services with a local telephone 
number, you will need to dial (voice) 
1 -800-869-1 1 55 and ask about a SpnntNet 
number near you. If you already know your 
local SprintNet number, set your modem 
for 8N1 (8 data bits. No parity, 1 stop bit) 
and dial your local access number. 

For modem speeds of 300-1200 baud, 
when you see CONNECT on yourterminal 
screen, type: 

D (uppercMf "D") <RETURM> 

For modem speed of 2400 or 9600 baud, 
when you see CONNECT on yourscreen, 
type: 

eo (uppercilse "D") <RETURN> 

When you see "Terminal =" on the screen, 
type: 



Dl <RETUHN> 

When you see "@" on your screen, type: 

C FYREBIRD 

Once this is done, you will be connected to 
The Phoenix Network, You will stitl need to 
answer several questions to set up your 
account, You will need your credit card 
handy, as once you have followed all the 
prompts and answered the questions 
concerning your account, you will not be 
allowed access to the actual system until 
you've taken care of how you will be billed. 
You are given an option to page the system 
operators, so if you need to make other 
billing arrangements this can be done 
easily and promptly. 

■LS. 
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pipes and Hires and such). The only way out of 
this entrapment is by searching for and finding a 
key louse to get on I. 

Looking Ahead 

I'htienix has plans lo supply C'onnnodore users 
with a terminal program designed to automate 
llie SprintNet log-on procedure. Other plans for 
the nearfutureincludesatelliteservicevia Planet 
Connect, which will allow Phoenix to add Pidonet 
and other networks to tiieir system, and possibly 



Cybernet, which would allow European and 
Canadian callers to access the system. 

The Phoenix Network offers new users very 
complete support. It offers far more in the way of 
service. su|)|ii)rt. new (iles, and friendliness than 
(1-Link has olfered users in many years. This 
seems to be an excellent stepping ground for (\- 
I.ink refugees who have never experienced other 
on-line services, and it offers much for the 
experienced modemer. too. Many of the other 
larger services offer Commodore support, but 



Phoenix goes that e.stra mile in ensuring that 
Commodore users are welcomed and feel 
comfortable. !n this day and age of mega on-line 
.services that offer everything from soup to nuts 
without rmich in I he way of friendliness or 
[lersonal service, it's nice lo iiiida system such as 
The Phoenix Network, which offers many of the 
same features as the larger sendees, yet has the 
heart and soul ofa friendly neighborhoodbulletin 
board. 



Phoenix For the First Time 



Here's a brief rundown of what first time 
users can expect on their first time call to 
Phoenix: 

You will be asked your name - not your 
intended "user name", but your legal name 
for billing purposes. You will also be asked 
for your address and birthdate. 

In an effort to support the C64 users, all 
of the initial log-on menus and text default 
to 40 columns until you specify otherwise. 
There are several 'terminal type' choices 
available; these include English/ANSI, 
English/64, and English/Rip. If using 
Novaterm, C64 users can if they wish select 
the English/ANSI option, or they can use 
the English/C64 option which will display 
all text and menus in 40 column ANSI 
instead. Once on-line vvith billing taken 
care of, the user can change the settings 
and if they wish, turn ANS! graphics off so 
they have simply ASCII text. 

Ironically, due to the software used by 
The Phoenix Network, the next question is 
a little annoying for Commodore users, but 
don't blame Phoenix for it — it's a limitation 
of the software, not an oversight of the 
on-line service. You are prompted with a 
list of 9 computer types, and a tenth "none 
of the above" for which kind of computer 
you use. Commodore users need to select 
the last option, for "none of the above". 
When I asked Chief Engineer Glen Doty 
about this, he apologized and explained 
that this question and its responses were 
built into the software. He does plan to 
change this in the future, but to do so he 
must first learn to program in the language 
that MAJOR BBS software uses, as it 
involves rewriting a section of the program 
used to run The Phoenix Network. 

The next question is an important one, 
as it concerns whether or not you wish to 



have access to the Aduit area on the 
Network. If you don't wish access to this 
area, you will never see any of the menu 
prompts for the Adult area. Those who do 
wish access to this area are not given 
access until they have mailed or faxed one 
form of photo identification and a signed 
letter asking for Aduit Area admittance. 

Once you've made it to this point, The 
Phoenix Network asks about what name 
you wish to be called on the service. This 
can be from 3 to 21 characters, and 
capitalized as you wish. The system will 
display how your chosen user-id will look in 
use, and you are given the opportunity to 
change it. This is the only time you can 
change this id, so 11 you want to change it at 
a later date, you'll have to open another 
account. If you do happen to have multiple 
accounts, you can opt to have your mail 
fon/varded to someone else {presumably 
your other user-id name) so you won't miss 
any Email. 

You are then prompted to enter your 
password. Each time you call Phoenix, you 
will be asked for both your user-id and 
password before being given access to the 
system. You are asked twice for the 
password, to be certain that the password 
is correct. You are then reminded to write 
this information down and are given a 
prompt to press return after you've done 
so. You can always change your password 
at a later date, but to do so, you must know 
your old one to get on-line first before 
changing it. 

Once this process is complete, you are 
told you have mail waiting for you. New 
users are automatically sent a welcoming 
note which explains a little about how to 
use the system. Attached to this message 
is a text file, PHXUSER.DOC. which 



contains detailed information about how to 
use the entire system. C64/128 users are 
told not to download this file as it's 
"incompatible" with our systems and to 
request the C64/1 28 version. However, the 
only incompatibility this file has is that it's in 
true ASCII format, not PETASCM. If your 
terminal program allows you to translate 
the ASCII file formats, this is not a problem. 
The only other "problem" with this file is that 
it's long. Experienced users who have a 
sequential file viewerorprintershoutd have 
no problems with the original 
PHXUSER.DOC file. Inexperienced users 
can leave a note and later download the 
translated file if they wish. It is nice to have 
the option available, 

When this message is first read, its 
possible that you may not be able to 
download the attached file, as the mail 
menu doesn't allow you to set a file transfer 
protocol. You can "Tag" the file, and before 
logged off you are given the opportunity to 
download it and can at that time select a 
protocol for file transfers. It's important to 
note that you are not given the opportunity 
to choose a protocol unless you get fully 
on-line by answering the billing information. 

Once you've read the new user mail, the 
system gives you three choices. You can 
go to Billing and take care of how you will 
pay for your account, you can find out 
who'son line, or you can log off. Once in the 
Billing area, you can page the sysop and 
make other billing arrangements if for 
whatever reason you don't wish to pay by 
credit card. One thing to note too, is that 
you will be asked if you wish to purchase 
time on the system In advance. You don't 
have to pay fortime on-line in advance, but 
it's nice to have the option available. 

■LS. 
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BBS NETWORKING SPOTUGHT 

NSXWORK 



AN OVEKVIEW OF THE NETWORKING AVAILABLE FOR ONET 64 DS'2 



nS2 Mot work is a liliS Kt't working pragrym 
ties ig! H'cl Co r C-Nf t D ev t lopt' r.s Sy s 1 1! m -2 ve rs ion s 
2.0 ami 2.5, and was originaliy tlcsigiu'd !)y Gary 
O'lirit'ii back in 1989. Gary tlirilierdL'veloped llie 
program to operate on v2.5 and planned on 
Jiaving it be pari of the npconiing C-N'et DS-2 
vi-i.O. Gary was responsible lor writing and 
developing 11S2 Netwnrlt from version 1.0 up 
tlnongli version 3.03, and was also res]K)nsible 
for the current 14-page Programmers Manual 
tliat tonics with the registered ver.sion. Version 
3,0 ofDS2 Network marked the third networking 
contept used and so far the most etllcient, U uses 
apathni riduvditiii confe[3t by wli it'll messages 
are sen! aeeording to the HliS that your sjstem 
calls. The "path" would l)e the roine the message 
takes to get to its destination. 

When Gary's hard drive Ihially gave up 
operation hi late 1992, the "Master Node" was 
given to a BBS operator in 'I'uniiessee, who later 
upgraded to another platform. This left me as 
one of the original Beta testers, and the only 
programmer willing to attempt future 
development of DS2 Network. In mid 1993, Gary- 
signed over all rights to fttrther development and 
support of DS2 Network lo me. 

I spent the first 9 months going line hy line 
through the programming, looking for po.ssihle 
typos or illegal procedures. White doing so, 1 
found several undocumented features, and went 
to work fixing the current bugs and finishing 
some of the not yet completed ufidates. I created 
the 40/80 column color Menus, the NetMaps 
and the Maintenance routines for tiie 
NetMatclunaker. 1 also fixed the file Request 
routines that were originally u.sed for updatuig 
Network PRG files so we could send any PRG or 
Sl-.tJ.file through the network. My last addition 
was to create tivo versions, one for registered and 
one for unregistered SysOps. I then released DS2 
Network v3.04. I'm currently working on 
u])daliiigthe Programmer (iuide,andnet working 
com]>alibit!ty with other systems. 

Operation 

TlieNetworkisfully .Automated, in thatyourBBS 
will tall Out to vour Home Node, transfer both 



batch liles(incoiningandoutgoing)aswel!asany 
PRG or Update files, process the inlbrmation to 
yoiu' BBS and any other BBS that uses you as a 
Home Node and delete old messages in the Net 
iVlessage Bases, NetWall and NetClassifieds {in 
accordance with the number of days you have 
configured each oftheseareasfor), Thisall occurs 
automatically on every BBS ifyou setyoursystem 
up lo run automatically. Ofcourseyoucan run it 
manually as well, meaning that yon would invoke 
the Call Out process by issuing a single keystroke 
while the system is waiting for a call, fhe rest of 
t h e proc e ss u' ou Id be automa t ic , mil ess j'ou choose 
not to run the Auto-Maintenance, in this caseyou 
can also run the Auto-Maintenance manually as 
well. 

The Call Out process is done according to how 
the system is configured. You can configure the 
systetn to call out automatically or manually. If 
it's configured lo run automatically, then you 
choose wliat days of the week your system calls 
nut toyourllomeNode.Thesystemdoesa check, 
to see if it'syour configured day to call out, ifyou 
have an)' messages to send, and to see if}'ou ha\'e 
already called out that day. If everything checks 
out, then your system attempts to connect with 
your Home Node. It will dial out .""i limes or until 
it connects. If it doesn't connect, it will try again 
an hour later. If it does connect, the Remote Node 
sends tlie Home Node info on his/her BBS. The 
I lome Node confirms this info and awaits the 
fir.st transfer. The Remote Node then sends the 
batch file intended for the Home Node. Once 
received, the Home Node then sends the batch 
file Ihey have for the Remote Node, If any PRCr 
files e.\isl for the Remote Node and ihe Remote 
Node is registered, then the I lome Node will send 
those using a Multi-Transfer. After sending and 
receiving all the files, your system then hangs up 
andbeginsthesort process. Manual callout works 
in the same way, except the .Sy.sop initiates the 
call out manually. 

The sort process always takes place alter the 
call out is completed, assuming there is a file to 
sort. The sort takes the one batch file and 
distributes all the different messages to their 
proper [)lace according to (vhat areas you have 



available, ihebatchfileyou receive isconslructed 
for your system according to the areas you have 
configured to receive. You won't receive messages 
that you don't have an area for. I- or example, if 
)'ou have your NetWall turned Off, you v^'ill not 
receive Messages for the NetW'aU muil you tu rn it 
iMck on, Tlie same goes for all the Subs and other 
areas. Once the sorting is complete and the logs 
are U[idatcd. the l>alch file is renanied to n. files. 
At this point, the filer takes over ifyou're a 1 lome 
Node as well; if not, the file is simply deleted. 

If the Remote Node is also a I iome Node to 
other BBS's, the i'iling process takes the n. files 
batch file and Files it to the other BBS's that call 
his/her system according to the areas they have 
configured to receive cm their system. This is 
where the batch files are constructed to suh each 
system. The Home Node searches the RHl, files on 
his/her system that pertain the Remote Node 
that the batch file is being sorted to. If that system 
is configured to receive messages for the area the 
message is intended for, then that message is 
saved or appended to that Remote Nodes batch 
file. IftheRemoteNode isn't configured toreceive 
messages for that area, then that message is 
skipped andtheFilergoes on to the next message. 
This continues until all the iness;iges are filed to 
all the Remote Nodes batch iiles. Once this is 
completed the system then deletes the n.files file 
and awaits another call. 

Local activity, activity on your system locally, 
is done in a similar manner. Once all )'our nenvork 
areas are set-up and folks start posting messages 
in any of the nelwork areas on your system, the 
message is saved lo the file n,files, except with 
NetMail. When sending or replying to NetMail, 
the message goes directly to the Ijatcli file for that 
.system. If the receiving BBS calls a diflerent BBS, 
then the message is sent to the Home Node oflhe 
receiving BBS.'lliisiswheretlie"pathed"concept 
came about. No matter where in the network a 
system is, the network will determine the |)ath 
the message will follow based on who the 1 iome 
Node of tiiat BBS is. All other messages being in 
the n.files batch file, will be filed to every BBS's 
batch file tliat's above or below your .system, if 
those systems are configured to receive messages 
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intlie.sameareas.InfhecascoFmessagesgoingto 
your Home Node, iiitssagL's in all areas art' siH 
regardk'ssof the lIoiiifNotk'seoiifiguration. This 
will allow BBS'son difibiciit ends oflhe ntlwoik. 
ushig dilTerent notne Nodes, to share the same 
areas, despitewhat liie Home Nodes are carrying. 
If your node is a Home Node, you're responsible 
for messages coming to your system as well as 
those going to your Reniote Nodes, 

Registration 

DS2 Network has been Shareware since version 
3,0. Gary's releases were done without 
documentation. In order to even setup the 
Netw'ork, you have to have the DOCS. Withotit 
i!r" correct additions to certain existing C-Net 
files, nS2 Network would nol work. In order lo 
get the DOCS, you had to send $1.';.0() to Gary, 
Although a little harsh, that's the way it w'as done, 
1 decided to give folks a pre\'iew of sorts by giving 
them DOCS to install the netirork, but disabling 
all the features like File Retiuest, -iO/SO cohmui 
nieniis, and the Net.Maps. This is wliy I released 
two versions of the same software. Of course, 
when you register, you receive the Progranuner 
Guide, the latest release of ihe program, and free 
updates and support sent th rough the network to 
your system. To register DS2 Network, simply 
send SI 5.00 in US l-unds to: 

■Vlicliael Bendure 
92 Lee Ave Apt. Na 
Newark, OH 43055 

Configuration 

Cnn(igunngDS2 Network is a little involved, but 
the DOCS that come witii it will explain the 
process and I will also lie available to help you 
through any difficulties you come across, li 
basically consists of copying all Ihe files lo their 
j)ro[)er location, modding four existing C-Nel 
PKGiiles{knownasDSl' files), selecting a Librar)' 
of Subs for your Message liase and configuring 
the Network according to your space and/or 
budget limitations. Vou can also configure the 
Auto-Maintenance to run !)y itself. 

This area is where you choose your Home Node 
(The BBS you will call to send and receive messages 
to and from), the davs you want vour BBS to call 



out to your Home Node, the areas you decide to 
receive message in, the drives the network will 
use, access levels for using the network options, 
info on your BBS and modern setup. There is also 
a separate configuration for Auto-Maintenance 
whereyoucan choose thecut-ofi"date for deleting 
old, inactive messages in the message base, 
NetClassifieds and NetU'all. You can configure 
each area separately and choose which subs 
survive tlie deleting of messages and which ones 
do not. .'\ulo-mainlenance can be set lo run 
manually or automatically. 

Message Base 

DS2 Network u.sesC-Net's original Message Base 
file witli the Net RouliiH"; ajipeiided to the end of 
ihe l'R(; file, '["his not only makes things more 
compalible, bul also makes installation much 
easier. The Network curreii I ly uses one Library of 
Subs for the Network. Vou can create a separate 
Library for the Network opening up 20 possible 
combinations of Netivorked Sulw. Or vou can 
combine local Subs with (he Network by using an 
existing Library that already contains local Sub 
Boards. The Network uses the first three 
characters of the Name of a Sub Board lo 
determine whetherit's a Networked Sub or not. If 
the first three characters of your Sub is the same 
as someone else's in the nclwork, then you can 
share messages in thai area. Of course you also 
have lo toggle that sub ON in tlie NelConfigure 
area. You will only receive messages for ihe areas 
you turn on in ihe configure area, as long as they 
match someone else's. There are over 20 Subs lo 
choose from, ranging from teen topics lo adult 
only discussions. 

Netmail 

As is'ith most networks, DS2 Network also has 
I he ability to send private network mail(Netmail) 
to anyone on any of the otlier .systems in ihe 
network. All you need to know is the handle (user 
name) oflhe person you want to send Netmail to 
and al least ihe first tlirec cliaraciers of the name 
of the BBS they are on. If you know the whole 
tuime, that's even better, but NetMail will search 
the Node list and prompt you lo confirm the BBS 
is the correct one. If it isn't, il will search for the 
next occurrence of the characters vou entered. 



Once confirmed, the message will be filed to the 
liaich file of the BBS named. If tliat BBS calls 
another, system in the network, then the message 
gels filed lo llif !);ilch file of iliat svslem instead. 
Netmail is alsostjinewliat accessil)le through the 
regular Email system as well as through Local 
M od e : i n t h a t \'o u ca n reply 1 a ny N e I m ail se n 1 1 
you, but you can't just send Netmail to anyone 
from these areas — NetMail is used for that, 
NelMail is also routed ibrough ihe NelCharges 
file, so anyone sending Netmail will l)e appended 
lo the NetCharges file with the appropriate 
amount owedforthat message. (See NetCharges) 

NetClassifieds 

The NelClassifieds is an area somewhat like the 
Classified Ads in a newspaper. There are nine (9) 
different areas of hitcrcst: Computers, Drives, 
Modems, Printers, Music, Misc, Consenting 
Adults, Men Seeking Women, and Women 
Seeking Men. Thefirst six (6) are where folks buy, 
sell or trade computer e(|uipment. music or 
iiiMrumenls, and other odds and ends. The last 
three are actually fun and "Head" games (forgive 
ihe pun) for the Aduli Only users, 'fills area, like 
all ihe network areas, is fully menu-driven and 
simple louse. 

Upon entering the NetClassifieds, you 're taken 
to the first menu which displays tiie nine (9) 
numbered entries and four (4) lettered 
commands. You can read new entries in any of 
nine (9) areas, read all entries in one of the areas, 
or add an entry to any of the areas available to 
you. When reading entries in one of the areas, 
you can goon to the next eiilr)' in that area, send 
Netmail to the person who made the entry, or 
abort back to the menu where you can select 
anolhereiitry orleave the NetClassifieds. SysOps 
also have a Maintenance option to delete old or 
unwanted entries. The Netdassifieds is also 
rou led through dieNeiCharges file and applicable 
charges apply (if used). 

NetMatchmaker 

'fhis area is rather self explanatory. When a user 
enters the NetMatchmaker file, they can Enter an 
application, search for specific users or search 
t hrough the entire file for a match. The search can 
bedoneaccordingtocertainaspecisofeaclieniry. 
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You can search for Females only. Kcituiles with 
HliH- I'VC'S. elc. When searching the file and a 
inalch is ilnnid, you can view llicir sials and/or 
send iheiii Netmail. The Xelniail will have ihe 
Subject of Miilchmaker Mail if you receive 
Nelmail iu this fashion, l-iiteringan a[)])lication 
inllu'NelMalcliniakerwillproiiipiyoutoansu'er 
a l)utKli of questions relating to your physical 
appearance, as well as a few that describe vour 
interests, likes and dislikes. This file will be 
appended to the local BKS as well as beinj; sent 
llironjiliounheNeHrorkloeveryonewliohastiie 
N'elMatcliniaker activated on I heir system. Only 
NelMail is routed through tbe Net Charges file, so 
entering an application does not incin- cliargcs. 

NetWall 

This is simply a Graffiti Wall that is Networked 
ihronghoui I )S2 Network. Vou can toggle this on 
orolTjiisf like the other Network areas. Yon have 
2,5 lines to enter le.xl graphics or whatever. The 
message can be made anonymous or using your 
Handle. It also displays the ilBS Name and 
I.oealion. Messages here are routetl ihrough the 
Netcliargcs so applicable charges do apply, 

NetNodes 

Tliis is tile base of tlie whole Network, from a 
user's standpoint, h's just a BBS list of all the 
Nodes in the Network. As far as the Network is 
concerned, it's used to map the "path" the 
messages will lake to gel lotheirdesliualion.'fhe 
Net Nodes eonlaitis the BUS Name, 1 lome Node, 
Locatioti, i'hoiie Number, Sysop Name and last 
call dale ofeach BBS in die Network. The user can 
view any combination of tiie infi) stored in this 
(lie, alphahetically. The Node List is updated each 
time a BBS calls its Home Node. 

NetCharges 

This area keeps a record of each user on your 
system that uses iheNelOplionsorNetMail. The 
user is charged a predeihied amount lor each 
block that is used, when entering a Net Message, 
The Message Base and Nel,Vtatebmaker eniries 
are free. .Ml other areas are routed through this 
system. The Sysop decides whether or not to 
charge for Net .'\ccess. Regardless ofwhetheryou 
use this area or not. the system still keeps the 
records current. You can either remove this entry 
from ihe Net Menu, or simply stale loyour users 
that thearefi isn't used. 

NetStats 

This iileis updated wilheach connection, it keeps 
a record on a monib-to-month basis, which 
contains the total of each type of Net Message 



that is written to your BBS, This file keeps the 
current total and percentage of Posts, Responses, 

NetClassifieds. NetWall, Nel.Mail and 
Net Matchmaker eutriescomingintoyoin- .system 
for each month. 

NetMaps 

This is a little mod I put together to view the three 
Net Maps I wrote. The Graphical Map shows a 
picture of the US and Canada with all the BBS's in 
their proper location. TheFunctionaIMa])shows 
simply who connects to who in color or ASCII 
formats. Thisleal me noiavailablein Unregistered 
versions. 

NetLogs 

There arc four separate log files for the Network: 
The .Activity l.og. Call In Log, Call Out log and 
Transfer l.og. The activity log keejis track of all 
NelMail, Messages Sorted to your system and 
the Auto-Maintenance logs. The Call In Logs tells 
the time and dale of conueclion and 
disconnection, the number of files sen I and the 
name of the BBS that called, 'fhe Call Out fog 
does the same thing, and keeps track olTlie total 
timeon-lineon a monlh-to-nionthbasis, allowing 
you tocstiinaleyou total phonebillfor that month 
based on how many minutesyou were on-line. By 
keeping an eye on this file, the Sysop can keep his 
or her monthly bill within budget by turning the 
Network oil" when reaching liis or her limil lor 
that month. 

NetUpdates 

This is simply the file Request system. It only 
works from Home Node to Remote Node. You 
can re(]uesl a iile by sending your Home Node 
Net.Mail specilying the file you want, Tlie Home 
Node places the (ile on his Update Drive and 
places the current lime and date, the Illename 
and file lype in the filesys.nel.update. When the 
Remote Node calls the next time, the file will be 
seni along with the l)atcli tile. 

DS2 Network Future 

Currently, I'm w orking on the new release to the 
Programmers Manual. The original was only M 
pages and only covered some of the rouliires. 
Since \''.i.{)3, I've added a few mods and fixed 
some undocnmented routines that are included 
in the New Manual. I've also added Rf'l and SF.(i 
file format layouts, 'fhe new manual will be done 
with (iiX)S v2.0and will be available through the 
Nelw'ork, Hardcopies will be laser printed in a 
bound Manual and will be made available for a 
small fee. 
1 've also been gal hcringSysops from other BBS 



programs that run on the (i4 and 128 to complete 
the long awaited Comm-Net (.'\ FidoNet-like 
Networking for the 64 and 128, though not fido 
compatible). I've been working with the 
programmers from Image vL2a, DMBIiS, C-Net 
128 vii.O, Onmi 128, and Color M to allow L«2 
Network to convert each of these formats into 
DS2 Network format. This will allow DS2 
Neli\'orktoscrveasabritigeforallthcseXeti\orks 
until we can get together to discuss ftirthcr 
develo])ment of a Comm-Net that everyone can 
convcrl to easily. This will give the 64 and 128 
ami exclusive Netivork where everyone c;m join 
regardless of their .software. 

This is a rather involved [)roject and it may lake 
a while to complete. So far i have the Image 
conversion to DS2 Network almost complete. I 
will then start on either Color IM or DMBBS. 
Once all thcli4 BlJS's are netted, I'll begin die 128 
conversions. Lee Loftis has something up his 
sleeveforthe 128 folks, so l'niapproachingthe64 
side first, Lee is the new ML programmer for 
C-Net 128 and I'll be working with him on the 128 
conversions. 

Otherfuturemodificationswillincludeabetler 
file Rec|uest .system running in both directions, 
compatibility with C-Net 1)S2 v3.0 when it's 
released, more than one Library for the Net 
Message Base, 960()-H baud compatibility and 
maybe Fido Net compatibility (At least for the 
t:iSM areas). 

Again, ifyou're a Registered Sysop, all of these 
additions will be available through the Network 
free of charge. Lxira Hardcopies of the Manual 
andreplacementdiskswillbeavaii able fora small 
fee. Unregistered versions have the File Request 
routinesdisabled,noNetMaps.no40/80colunin 
Color Menus and no Programmer Guide, 

l)S2 Network v.'l.d'l is shareware and die 
Registered version is copyrighted &Ji by Michael 
Bendure. Please support I he shareware concept, 
the Commodore fi4 and C-Net by Registering 
vour software. 1 can be reached via any of the 
following methods; 

Michael Bendure 
92 Lee Ave Apt N 3 
Newark, Ohio 43055 

Voice: (Iil4)/,S22- 1302 

BBS#:(fiM)/r)22-(ir>(i,3 

FidoNei: 1:226/1400 

Internet: michael,bendure@csr]iet.bbs.net 

GEnie: .M. BEN DURE 

DS2 Net: Mitron @ Cygiius X-1 



^ 
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Over The Edge 

Bif QUa^dei A. QliAiAiiaHimt. 




THE LIQUIDATION SAGA CONTINUES 



As tlie world waicht's Id amazement, giant piccus 
of a cornel plunge in Id Jupiter's atmosphere 
])m(liic!ngaspeciafletieverbefbreseenbvluim;in 
eyes. As amazing as lliis is lor tlie many millions 
of people wlio are interested in stieiue and 
astronomy, a smaller segment of the world's 
population waits to see 1 1 )eoiiteorac of the bidding 
war that has ensued as a result of the liquidation 
ofoneoflheeompnterindustrj''smostestablislied 
com|)uier manufacturers: Commodore. 'I'liere's 
no headline on the evening news, no special 
reports, no interviews with Tom Brokaw. But 
then, they're tied Uf) with important topics tlial 
don't get enough coverage, like the O.J. fiasco. 

Details on the status of the liquidation have 
been sketchy at Ix'st. at least until today, Julv 
19lh. In an article by Dan StetsoftiiePhiladelphia 
Inquirer, much light was shed on the legal 
haggling and negotiations going on in the 
Bahamas between the liquidation trustees and 
the lawyers represenliug the major creditors. 

In his article, Mr. Stets unveiled the remaining 
known bidders. Thelirsl is a manageuienl team 
frotti Commodore's own subsidiary in the United 
Kingdom, which by the way was the only unit of 
the company that was still profitable when 
Commodore closed. The second is Samsung 
KlectronlcsofKorea.aconsimierelectronicsgiant 
and subsidiary of the Daewoo Corp. of Korea 
whom Commodore owes some S15 million. The 
remainingtwoareAmstrad Pica U.K. computer 
firm, and Phillips r.leeirotncsoftheXelherl;mds. 

Oliiercompanies listed as major creditors were 
Prudential Insurance Company of America and 
its subsidian' Pruco Life Insurance Company. 
who are owed a total of, $28 million; and Anchor 
National Life Insurance Ctmipany of 1. OS Angeles 




who is ou'ed $,'> million. A list of creditors who 
make up the remaining balance of the $145 
million debt has not been released. 

In June, several of the bidders requested an 
extension of the bidding deadline so that thev 
could put together their besi oilers. This motion 
was granted by the lialiamian courts and ajuly 15 
deadline was set. 

At the July meeting, the field was narrowed to 
the companies mentioned above. Clood news? 
Maybe. But as you kno«', whenever a bunch of 
lawyers get together, nothing productive comes 
ot it. Naturally tlie lawyers representing tlie 
creditors couldn't just accept a bid and inoveon. 
They instead nioiinncd the court lo move the 
proceedings, or have parallel proceedings 
conducted in a U.S. Bankruptcy Court. 

It's my understanding that the American 
lawyers feel iliat the (ialKimian Courts and 
liquidators are not capable oi handling these 
proceedings. They're questioning the elTiciency 
of the Bahamian legal system and ils metliodsfor 
handling bankruptcy. The actual point of 
contention seems to be that imder C.S. 



Bankruptcy laws thecredilors have moresay over 
thennaidistributionofas.sets, while in Bahamian 
courts they merely have an advisory role with the 
courts making the final decisions. In short, il 
looks like we could be in for a long ride ihrotigh 
the legal .systems of both the U.S. and Bahamas. 

t)ne linal piece of related iniormation is that 
the credit ors have expressed concern over actions 
taken by Commodore's management team 
shortly beforeandjust after filing Ibr liquidation 
in the Bahamas on May 2. 11194. Speci Ilea lly. they 
wish to question the transferofonc subsidiary to 
another, and I he conduct of Mehdi R. Ali, 
Connnodore's former President, 

It has been suggested that Ali tried to get 
Prudential and Daewoo lo agree not to interfere 
in the litjuidation proceedings by promising that 
lliey woidd get back about 50 cents on every 
dollar that <ommodore owed them. 

In a slalemcni filed ui the lialiamian Supreme 
Court by Stephen Richmond, an attorney 
representing the creditors, Ali allegedly claimed 
to lia\e a foreign buyer for the company and that 
the sale would movealong quickly if there was no 
interference by the Baukru[)tcy Courts in New 
York. When asked specific questions about the 
buyer or I he terms ofthe sale, Ali allegedly reftised 
to comment. 

When contacted at his home in Ridgefield. 
CT,, il was staled that Ali shouted, "You're 
inirnding on my home. I'll complain to vour 
editor, ^'ou'rean idiot. "llnim... sounds like there 
might be something worth iookhig into. 

So stay luued for die ne.\t insi aliment of "As 
CBM Turns" in upcoming issues of Commodore 
World. I hope that ive have some good news to 
report in the next issue. ^ 
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M.odeim, P\u-232 

Inteifrices, and 

Te le c o ininun ications 

We'll take a broad look at the various 
modems and interfaces available, and top 
that off with a large helping of 
Telecommunications information. 

Fun Graphic.'^ 
Machine 



Every issue we bring you tips from the 
authors of the Fun Graphics Machine. But for 
those who still don't know what FGIM is all 
about, we'll take a broader look. 



Copyiights 



< 



We'll bring you the legal facts on copyrights, 
and discuss some of the moral issues 
involved with abusing them. 



* CLASSIFIED ADS * 



The Underground is a mini-magazine for C = 
users. Send $11 for a 5 issue sub ($2 for sample) 
- the Underground, 4574 Via Santa Maria, Santa 
Maria C.A. 93455 

WANTED: V.G. Data Shack Super File Copier and 

Utilities by Charles Le Borgne 1986 Quebec 
Canada. Jim Cottrill, 3119 Pioneer Ave., 
Pittsburgh PA 15226-1740 (412) 563-2379 
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Stop RUNn'mg around looking for the 
latest COMPUTEr news! 

Look to Commodore World for up-to-date information 
on Commodore 64 and 128 computing. Commodore 
World feature articles give you insight into getting the 
most from your hardware and software. Regular columns 
featuring noted Commodore experts keep you informed 
on what is happening in the world of Commodore. Plus, 
industry news straight from the newsmakers themselves, 
telecommunications and BBS news and information, 
GEOS tips and tutorials. User Group information, 
programming tips, reviews of hardware and software 
products, advertisements from current suppliers, and a 
whole lot more. Commodore World is so packed with 
useful information, that you won't want to miss a single 
issue, so send for your subscription today! 




CREDIT CARD SUBSCRIBERS ORDER 

TOLL-FREE: 1-800-638-3263 
DEALER INQUIRIES: 1-413-525-0023 



n 



YES! 



Begin my 1 year Name 

Commodore World Address 

subscription (8 issues) City 

as soon as possible! ZIP/PostalCode. 



State/Prov. _ 
Phone 



Country 



L 



1 Year Subscription: □ U.S.A. $29.95 □Can./Mex. $35.95 □ Europe (EC Only) $45.95 □Other Foreign (Air) $57.95 

□ I've enclosed a check or money order in U.S. funds Make checks payable to Creative Micro Designs, Inc. 

□ Bill my subscription to: □ Visa □ MasterCard Send subscriptions to: Creative Micro Designs, Inc. 

CardNumber Exp. Date P-0- Box 646 

Signature East Longmeadow MA 01028 



J 



NO MATTER WHAT YOU 

DO ON A COMMODORE, 



DO IT WITH GEOS. 



...the intuitive GEOS 
graphical interface. With 
a simple point and 
click operating* 



And with the whole 
GEOS^-"^^ family to choose 
from, you're bound to be 

able to do a lot of things 

you've always wanted to do, system, pull-down 

From word processing to menus, and easy to 

desktop pubhshing, use dialog boxes, all 

database management to GEOS appHcations 

programming, there's a will make you 

GEOS application for nearly feel instantly 



f:' 



d. 






everything imaginable. 

"' . Do it easily. 

Not only will you find a 
host of applications ready to 
use' with GEOS, you'll also 
find out they're all easy to 
use. Why? Because GEOS 
applications share one very 
important thing in 
common... 





comfortable with 
selecting options, entering 
data, printing, and 
everything else. 

Do it fast. 

With a wide range of 
devices now supported, 
GEOS can operate at speeds 
you'll hardly believe. Get 
quick response from newer 
technology disk drives, like 
the CMD FD Series''^' and 
store mega amounts of data 
on a CMD HD Series™ 
Hard Drive. And for even 
faster operation, GEOS 
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Do it better. 

GEOS has always 
supported a wide range of 
printers. Now, more than 
ever, GEOS is the logical j*^ 
choice for getting your idea'« 
onto paper. For modern 9- , 
and 24-pin IBM- or Epson- vi 
compatible printers. Perfect 
Print''^' for GEOS provides ' 
output quality unrivaled by 
any other software for the 
Commodore. 
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Do it now. 

So what are you waiting 
works wath RAM-based for? GEOS is ideal for mosi" 
devices such as the anything you want to do. ' 

Commodore REU or And there's no better time 
CMD RAM Link™. than the present for doing i 
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CMD 



GEOS'^i, (il-al'UBLISH™, GEOPROGRAMMER"", OtlOCALC'^', 
GEOFILU'". i-ONTPACK Ph,^>'<. and DESKPACK Phii'^iirc 

tratlciDiirk!. ul (jt^oworks, aiul ili\liijl)ini;il hy C'roaiivu Miltu Dcsijins, 

Inc. Y\) StiriesiM, HD Series' ■'•', RAMLink'" and Ffirleci Print™ are 
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